$7.50 CAN. 
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7 ZONnIE CONTESTANT 


Art by Geotf Taylor. 


Find out what's going on at Games Workshop. Plus, find out who 

won the Canadian Grand Tournament and how to be an Outrider! 
)SSOL 30 Vd 

winners and some of the grossest zombies ever seen! 


See the 


NE ( \CEOFF 
Check out the Sales and Mail Order staff paint jobs on the limited 
edition Space Marine Captain, 


store. Here's what's happening and how to join in. 


Just a few of the cool models that didn't win, 


Fat Bloke Paul Sawyer takes a look at the latest Warhammer 40,000, 
computer game. 


Find out what the Trolls have In store for you this month! 
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9 -ASPECTS OF WARES 


p 5 yao . 


WARHAMMER 
an,.n00 


IN THE GRIM DARKNESS OF THE 
FAR FUTURE THERE IS ONLY WAR! 


ASPECTS OF WAR 9 


st in our regular series of complete guides to 
collecting an army. This month, the Eldar, 


FARSIGHT 
‘The Shining Spear Exarch and Farseer are now available to 
lead your crattworld to battle. 


‘ORK ODDBOYZ 
Andy Chambers takes a closer look at Ork kultur! 


EAVY METAL MASTERCLASS 0 


Mark Jones takes us through his latest modeling project 
an Eldar Wave Serpent, 


LAND SPEEDER TYPHOON 96 


A technical breakdown of he new Space Marine Lang Speeder. 


CHAPTER APPROVED 100 


Roads, craters, and Chaos Cultists 


74 


7. 


ne Hear pet Hear pe! 
it in thitiennath’s Town C eee 


Vile Skaven overrun devastated 
aho 


[WARHAMMER | 


The Game of Fantasy Battles Monroe 


Grapeshot for cannons plus Priests can both be 


ound within the pages of th rc des. i City of the Samned 
Gear pe! Bear pel 


Town C tper 


pubtiniee 


ELDAR VOID STALKER 
See the rules forthe Elda Battleship, the old Stalker! 


SPACE IS GREEN! 22 
(rk Roks and Space Hulks explored... 
CHAOS PLANET KILLER 103 


Feast your eyes on Chaos Pianet Killer and its devastating rules! 


Fh eee i Wie cers tos tg and 
verybody to act scary (and gorge yourself on lots of 
candy) because it's good old Halloween time! And what better 
place in the Warhammer World to spend Halloween than in 
Mordheim, the City of the Damned? This brand-spanking 
new boxed game is on the shelves now. Wo've been waiting here 
fice very patiently (well, not really patiently, more Tike 


ut the 


privoners about 1 be releused), bul the wail is over. As is cus 
tomary with any new game, we've gotten our grubby hands on 
Mt and faunched ngnt ant ¢ rere at Games 
Workshop HQ in Baltimore. Maryland. And of course, I'll be 
here to fill you In on all the gory details of our warband clash 


4, our webteam has promised to cover the Mardheim 


Jeague from both sides 
Hobby Pron sys who ate running it. If you want 


low the grippi 
rica ideas f 
Heck 11 oul. Also te Warned, unless You are runnin 


tion 
details of what 
your own Mordheim Campaign, just Jog on and 
a Heague 


yourself, don't read the sectio 
‘Over the next few months we have Zombie attacks, mysterious 


creimures signed py ne am enchanted Tg iat 


sbcures what is around the next corner, and more 


he stormy skies of the 41st millennium are filled with the 

sounds of thunder. This month witnesses the release af the 
Space Marine Land Speeder Typhoon, This lust, and most 
powerful variant on the versatile Land Speeder takes the b 


anc! equipment and ackds two full missile launchers 


WARHAMMER 


40.900 


OCTOBER/NOVEMBER RELEASES 


d Speeder Typhoon mo $29.99 
Eldar Shining Spear E $25.00 $17.50 


dar $250.00 $175.00 


1904 Ork Army $250.00 $175.00 
1905 Tyranid Arn Wo Sr 
Dark Eldar Army 


1907 $250.00 $175.00 


Issue Number 238 - November 1999 


ut before we give away all our Mordheim league secre 
back to this White Dwarf, You may have 
his issue has been loaded with all sorts af info on Mordbeim, 
I's so jam-packed m Tact, you shay not notice that ry pro«used 
coverage of the 1999 Canadian Grand Tournament is not 
contained in its pages. As the story goes, I was told there would 


that all changed, In 
more appropriately my ple: 


ts placated my rage (or 
ing) by having the basic results 


last ghoulish note for all of you. For your 
pleasure, we've presented the nastiest 
painting contest from a few months back. You'll find this vis 
+ the news section. But be warned, make 


you look. oe rid 


tad here’s one 
Halloween viewin, 


cceral fearure right af 


sure 000 10 eat bef terwands for that mat 


ddoq't just sit there, take a gander at all the good! stuff in 
ant get cracking on painting those warhande 


the city, the city of the damned, and I hope 


North American White Dwarf Team 


No Eldar od with the 
proper leadership in f 


Spear Exareh has 


Aspect Warrior Squadron can be de 
ont of it. That's why the Eldar Shining 


ne onto the scene this month, He's ready 


lead your Shining Spears to victory on the field against even the 


joughest of opponents. 


ARINES 


This Fall, Games Wo 
punch 
Warhany 


nop is putting the finishing touches om a 
The Boxed Army Deals 
ver 40,000 and Warhammer, contain a compl 


special package 


eady to be painted and sent out onto the field of battle. While 
hey appeared in last month's Troll (the mail order magazine 
acked with each subscription issue of White Dwarf), they are 

available in Games Workshop Hobby Centers and Rogue 
Trader retail stores all over the US and Canada, This is the per 
sct chance to start that new army you've been thinking about, or 


1 add some serious reinforcements to your current troops. 


Qelcome Co HEINE, AT 
Meron 


ahabitants with the Town 
-w monthly feature in White Dwarf. Town Cryer will 


NOVEMBER REEEA SES 


802A Preelance Knight $16.00. $1249 
{Kitt on Foot AND I Mounted in Each Mist) 
88020 Ogre Bodyguard $16.00 $1349 


(WU Opre Mercenary per Blister) 


RUIRA Staven Acuna Mater 40 
1 Skaven Warhand Character per Blister) 
SROIB Mack Skaven $800 $s.49 
> {1 Skaven Wand Character per Blister) 
B802C Shuven Night Runners 2.00 hat 
taven Warband Member er Blinc) 
Clan Eshin Sorcerer 39.00 S049 
1 Skaven Wathand Charcter por Blister) 
‘etktander Capeatn ‘Skim 37a 
(1 Reikland Wathand Leader per Blister) 
Relklander Champion $7.00 $49 
{1 aikand Wahand Crater per Bsr) 
Reiklander Younghloods $800 S649 


2 Reiklnd Warband Menters per Biter) 


Grins and Cheer from the 
ve) 


Warhammer Monthly #23 
do $4.25 Us $2.95 


$31.00 


m0 


wiz 


Blood Bow! Compendium, zng Halt 
Fanatic P 


ind out all about the Black Library! 
atest ne Black Library at 04 
www.blacklibrary.co.uk 


SS SATTUSFiceT 


[. GOTHIC | _ 


Octoner/NovEMBeR RELEASES 


Tue 1999 Ganapian 
GRAND TOURNAMENT 


ere they are, the ‘who rose above the crowed and stood as the winnery of the 109) Canadian Thumarnent. Some of the most 
‘enthusiastic Games op hobbyists from all ovee North America converged un Hurmber College in Ontario over the weekend 
‘of Auigust 14 und 15, After the smoke cleared, these amos hecame etched in stone as the mast deserving of receymnition, 


WARHAMMER \ WARHAMMER 
- q 


40.900 

Overall Champion Murphy's Luck Award Overall Champio Murphy's Luck Award 
Mat Hreljac Dave Brawley \ Mike Major Chris Logan 
Best General Best Painted Character Best General Best Painted Character 

Scott Barher Mathew | Mike Nogie Nick Itsou 

ainted Army Best Army List Best Painted Army Best Army List 

Kevin Fulop Tim Kohimetz ; Aaron Jenkinson Mike Major 

Best Sportsman Best Quiz Score Best Sporisman Best Quiz Score 
Lea Steltz Ryan Telford Dave Graham Mark Poulton 


--@ANCED-- 


Games pero Outriders 


You may be wondering, 
What's an Outrider?" Well 
‘Outriders are a highly enthu: 


over Canada, and in Cali 


wanes another ves Cane shop's hal Outriders Games Workshop = Outriders 
any people a i humanly 6721 Baymeadow Dr. 
GW Hob Glen Burnie, MD 21060-6401 


(410)-590-1400 
PWhy do they do i? Aside from being part of the growth of a 

Hobby they enjoy, Outriders get FREE Games Worksh 
for the 


‘ 5 : hobbypromo@games-workshop.com 
ber of . 


ae SUTRIDERS 


Haviag the Worst 
Day Award 


Whie these models are particularly gruesome, you can 


also spot some more shambling monstrosities on the 


Helthiot Teeth” 
ed Bae fe 


THE first ever Gnline Gontést was a disgusting sucte$s! We 
received so many fantastic entries that many of the 


Promotions team lost their lunch just looking at these models. 
Check out the three winners end our runners-up. 


Mom Leiy 
to Party 
Daath Avurd 


“Chained 10 
Lenya} 


USSuit 


tan 
Zimmerman 


WARHAMMER — 


BOXED ARMY DEALS 


The Warhammer and Warhammer 40.006 
Boxed Army deals are a perfect way for you t 
start a new army or add to an existing one. 
Each Boxed Army comes with a commande 
and enough troops and units for a terrific 
starting force, allied contingent, 
reinforcements for your existing army. 

For more information. check out the New: 
Pages of this very issue. Grab one of thes: 
Boxed Army Deals today and begin fightin 
your way tu victory on the fields of batile! 


The Eldar are a strange and enigmat 
\epredetable, and Im sr tal 


‘are some ot be many 
‘questions that wil go through the mind of your opponent. 
Many players are happier tacng of agaist Space Marines simply 
1OW where they stand. Against Eldar, 
ce, a nagging fear in your opponent's mi 
your strategy wil cick and he’ take a real hammering (loo nigh 
‘some of my most crushing defeats have been at the Nands of the 


featured the rules 
for an Eldar Bie! 
Tan Craftworid 


‘Swordwind army 


a fantastic Biel 


by Matt Ni 


—— 


FIRST ROWDY) 


> 


FIRST & ONLY 


ARO 8 ASMA, 


U.S. $6.95 Can. $10.00 
AVAILABLE NOW! 


Get all the latest news and reviews atthe Black Library website: http/ewnn Diacklbrary co.uk 


Fy to destroy the city of Nu 


CASTING THE RUNES 


[thnk fs time 40 look at te army in a te more etal (end 
out what's actually init). seems the nom in an article ofthis 
‘ype to start withthe leader of the army, and then work your way 
‘down. However alm prepared 0 say Tor now is that Ive chosen 
a Farseer as my HO choice, and t willbe beter tor me to explain 
why Ive chosee him at the ard ofthe arse, when a litle more 
Tgp nas been shed on Naw the rest ofthe army works. Lets stan 
with the Troop choices. A quick glance atthe army reveais that 
thvee ofthe Troop choices (Scorpions. Banshees, and Dragons) 


CHILDREN OF ARHRA 


As tar as fm concemed, Strking Scorpions ave the 
business, They are the toughest (3+ save) and the 
strongest (S4) fot troops in the Eldar army (apart tram 
Wiaithguard), Also, many players really seem to 

the many reasons for this, that ke much of the Eldar army, 

they must be used property. ITs vtally important that they make 

Fito lose combat. because armed only with shurken pistols 

theyre nat exactly what you would deeanbe ae 2 zhoaty unt Az 

Ve aiready mentioned, Striking Scorpions gota 3+ armor save 

This realy Increases’ their surivabity. and pernaps more 

\mporanty serves as an excellent source of ustraton for your 

‘opponent, a6 more often than not hell have real trouble kiling 

them. However, on he down sid, the effect ofthis heavier armor 

rears that they are unable to utliza the Fleet of Foot nie. 

Bearng tes In mind. picking six Scorpions (ve basic troopers 


REPT! 


Humieny Sarsiess ae sinter really teu coe 

‘combat unit Ive picked six of them to target and take 

‘out any heawly armored troops in my epponents force. 

The crucial diference between Banshees and 
means that armor saves are compiltely bypassed (his sot of 
thing gets Space Marine players very worried). Now i | were 
playing aganst Space Marines (who wear power armor) or Dark 
Elda, and lancied butchering few Incub (who wear the Dark 
Eldar equivalent cf power armor), then i would be Sensible to let 
the Banshees travel In the Falcon. However, when using 
Banstwes ifs worth remembering that they are not as heavily 


have been chosen in aquads of si models; this not 8 
coincidence. Ive picked the ary inthis way 40 that you can 
decide which ofthe twee squads You want te Falcon Grav Tank 
to cary ito batle (a Falcon has enough space to anspor a 
iad of up lo sx models). The chow of which squad the 
Falon is going to cary wl largely be based on which a 
Youre Rahn against (ove on Osan The peat prince 
Senin raving sucman Aspect Wamor squads ana a Falon gf 
tank s 10 mako your army as lactealy Nowe as posséie 


Striking 
Scorpions 


them i necessary. So, the question is, under what circumstances 
\would the Scorpons get the nod to nde in he Falcon, ahead of 

‘other two sucman squads? Being an Eldar commander, | 
‘tink fs always useful to bear in mind fre maxim horses for 
outtee, and in the cave of Siting Soorplone, they are at Beir 
‘most eflecte when chopping i Imperial Guarasmen or Dark 
Eidar Warriors. These enemy troop types have very fle armor, 
‘and 50 the Scorpions” lack ot power weapons becomes fairly 
Imolovant, 26 their Suongih 4 attacks (molusing = epecial 
Strength 4 atack trom their helmet-mounted mareiblastars 
before me combat begins} carve a bloody swate through your 
‘opponent's ranks, Thett 3+ save means that once they have 
‘been delivered, they should be able to survve on their own fora 
litle while, leaving the Falcon to go and hunt some more prey. | 
‘also decided to upgrade ane ofthe Scorpions to an Exarch, who 
Fve named Sahranin, He adds character othe unt, as wollas an 


a age in doce rombot 


ING DEATH 


Support. Sure, Banshees are great when they charge, (especially 
as ther Barshee masks allow them to attack frst regardless of 
intiative), bat there's anyone let standing they tend to exact a 
foremost to take out troops in decent armor, usually your 
‘opponent’ eit ttoops (ifs such a shame to See those power 
weapons go fo waste), and secondly o look out for any ut that 
has become isolated trom your opponents main force. Ths wil 
allow your Banshees to pounce, without the rest of his army 
|ummping on them in the next turn 


FIRE OF VAUL> | Fire Dragane 


), making 


So, i you're really wo 
fusion guns have AP2 
commandeer the Fale 


and close 


ther than 108 


Somes in fay handy to 
allowed). The jd wil be to provide fro 
‘ort to the rest ofthe foo! troops, and perma target any 


re hey are 
ve @ Goad field offre, and try 10 


Shining Spears 


jan superoWv wel. Even thouoh [ve ony 
noaen tae of them, hoy. sh 
Termasioned th 


give me t 
Don' get n 


9, | teal ke 
fin much better with 
And secondly, they complement 


fighters, Each wholly takes on a 
personalit god. fi utside of the shrine. ‘The aspect is all important 
to-thenr. Thus it is that a once peageful artist may becomea, 88 Fite Dragon, or a male 
Eldar can assume the role of a female Banshee 


Unguisi 


Guardian Defender squad 


f. and a large unit of this squad is 
ect. Youcant ¢ 
with shun 


° (shurken catapults are assaut 2 which means th 
in Delendes vowing out 32, Stenath & 
underestimate "16 ‘Gua ng bt the squad i 
{8 Warlock, Quen Talam, who has the Warlock power 
sdvance quickly (usin ‘This gvos the whole squad a S+ cover save, and realy adds to 
er, (all wil be explained) anc delver a fearsome punch the surivabily of the unit. 


HAMMER OF KHAINE > ___Faleon ra Tank 


The Fan 6 Fiiscriinie Uiee cream 
auch wl come in paricliaty Tandy tot 
Pye Se ee tee cence 
pea eraee tease, fat he Font ooes eoomeems B 
sect noma tueaiant \aarnee ak viento res 
Fe ha eas fe Pa 
lee he pal dee then 
| few ldliod 
carh te a 


2 army realy need 


an integral part ofthe fore, | have decided to 


Eldar Farseor 


Las lu ret feet corre the stows Malar! chvwe a aqua! witen 6°10 re 
© hit rolls. you're 
Marines, t may be wise 
ar the Dark Reapers, who a 
Tabletop, Malorn nas been inst Elda. imperal 
quipped with a singing speat so smaler, less 
that things are gating desperale he can make creatures (Less scary? Whal do you mear 


an impact in combat. Howaver his tue rola an Scary? ~ Semon Shuker), ry puting him witon 6 

the battetld is to utlize the Farseer power of the Guardans, because $2 shots, re-ling 

Guide that | have chosen for him. Malors missed hits is very nasty. Whatever you do, 
ake sure he has an impact ~ Guide & a very 
‘tlecive pewor and should not be wastod 


BROTHERS OF ASUR > 


n of squad of six Warp Spider 
Guardian jetikes, Giving the 


Wat. we have our 1,000 point Swordwnd army, s0 what next? 
would be great fo tate the army up to 1,500 points. This would 
mh squads you wa s wot as havinga big many icky. sua 

ough force to take part in larger en ts. So, what wou g and nasty). 
apply a few 


include? 
i tt —— ear tho 
0-108 any AP ros he fas tO 
ome into the fst eal opportunity i make (seh 
Armed with mom. be treme, ip: Saleen andy, | can gve' Malo Afem a er, 


Fortune’, This alows @ single sch 
mor OF cover saves (this will MaKe a gi 
‘Quen Talam's ‘Conceal pow 


13 within 6° to reo fled 
st combination with 


ofthe army quita considerably (apad ftom the Fite 
ons, the fist 1,000 points lacks much fre power of ths 


nar possible weakness Inthe list 1,000 pots i th 
my alte sow moving (with so many troops on foot). Finally, good lick cut there. The future of 
ly be remedied in the extended force, with the a dying race isn your hands. 


—— ee ee ——— i 
THE SWORDWIND HOST OF MALORN AREM 


i 3 


“The Eldar cannot be trusted; promises aie | ‘Above: Fuream and his Fire 
have no validity.” Dragan squad attack an Ork 


“Major Gloris upon orderfng his company to apen fire , Dreadnought. 
‘on the Biel-Tan peate delegation on’Zophris V 


Welcome to this 
new White Dwarf 
feature, which will 
include new rules. 
scenarios, previews 
of stuff still in 

development and 


much, much more. 


Warbammer Chronicl 
at the 


Warbammer gam 


takes «te 
rules, background, and 
gante mechanics, 
frequently stolen from 
developments bere at 
the Studio. It also acts 


produced insp 
thought-out and 
the game (ibe worth of 
which will be dectded 
by the gods 
of the Warbammer 
World). If you bave 
got a good item for 
Warhammer Chevinieloe 
then write in to: 


Tuomas Pirinen 
(Warhammer 
Chronicles) 
Games Workshop 
Willow Lane, Lenton 


Please note that any 
letters containing rules 
monetary donations, 
attempts to convert me 
to watching Barney the 
Dinosaur, etc. will be 
fed to the Snotlings, ax 
‘tbe volume of mail we 
receive is quite large 
‘enough already! 


arhammer 


chronicles 


By Tuomas P 


"Toya wh wear ping o focus our 
efforts on unpublished stuff from the 


games development team. Alessio has 
written some additional rules for new 
types of cannon balls, grapeshors, and 


mortar shells - these should interest 
Dwarf and Empire generals in particular 
Then Nigel and Rick present some new 
rules for the Lich Priests of the Khemrian 
Undead featured in White Dwarf 


As with all material in Warhammer 


Chronicles, these rules and additions are 
sanctioned by the Grand Theogonist, and 
should be fair and balanced. If you 


inen 


disagree, send us a lewer and tell us your 
views. If you have a good point, we will 
publish your letter. 


So what's in store for the future then? 1 
will be detailing the rules for Beastmen 
Centaurea new regiment for the 
Beastmen army which I did not have time 
to finish when we published the Realm of 
Chaos book. Nigel still has a couple: of 

wn tp hie sees, and 
troduce Warhammer 


have plans 
underground 


Right then, let's get started. 


Special Artillery Ammunition 


By Alessio Cavatore 


A a recent game 
Gutter Runners infil 
lines to attack a hill that, not surprisingly 
was crammed with cannons. The Dwarf 
anillery was busy laying a heavy barrage 
‘on my advancing furry horde. During the 
Dwarf shooting phase one more gun 
materialized out of thin aie, right in front 
Of my surprised Gutter Runners. Iewas the 
classic Dwarfish Invisible Cannon ploy. At 
this point a strange thing happened; my 
hinja-rats reacted in a most unexpected 


wainst Dwarfs, my 


ated the enemy 


way and started to laugh maliciously at the 


Dwarf crew 


You see, the gun had appeared too close 
to them to be of any threat. As many 
experienced players know, in Warhammer 


1 safest place 10 be if you don't want 


to get bk bra car ight ie. 
Front of its muzzle! How is this possible? 
Well, if the crew wants to hit a tanget that 
is very close, they will level the gun and 


then that the minimum 
nonball can travel before 


problemi 
tise 
hitting the ground is 
standing right in front 
inside "those 
perecdy safe (ye, Pre heard of Runes of 


fwo inches you are 


Immolation, but that’s not the pol 


In reality, let's say during the Napoleonic 


period, a regi 


ent a few meters in front 


ident as my Gutter Runners. This was 
as well as solid cannonballs, 
ied with different 


because 
these guns could be ls 


specifically designed vo deal with massed 

troops very close to the anillery piece 

Names like grapeshot or canister instilled 
1 


fear in veteran soldiers, as that kis 
ammunition consisted of a load of 4 
metal balls, nails, and various other small 
metal . When fired, this 
je cone-shaped area in 

deadly shards of 


sacurated aw 
front of the gun wit 
metal. The range was quite short, because 
those litle projectiles quickly lose enerey 
in Might, but at point blank range the 
effects were horrifying 


Many kinds of “special ammunition’ have 
been developed throughout history 

this article { have tried to represent some 
of them in Warhammer, to make the game 
2 bit more realistic and to avoid silly 


Situations like the one involving my 
Gutter Runners and the Dwarfs. Now,it's 


the Dwarf crew's murn to laugh: 


equipped with an 
supply of the special 
pn specified below (and 

When I say Dwarf Cannons I do not 

mean Organ Guns or Flame ( 

bur just the normal, plain. 


fn decide which amenunition to use at 
the beginning of each shooting phase 
‘and must declare this before rolling. 
Say anything and rolls the dice 
Assume that normal ammunition has 
been employed 


Dwarf Cannons and 
Empire Great Cannons 


Full charge As normal 
Half charge The crew decides to 
Ripplig 2 emaller charge of pouler to 
puduce the chunces of a destructive 
ihalfunction. Their shots will be less 
effective, but they are almost sure of 
mot blowing up trcir cans 


Maximum range you may guess 


Jaf normal 


with the Fi 


great canons open fire with 


Strength 7, D3 Wounds, no save 


Distances rolled on Artillery dice 
halved (eg if you roll an 8, the ball 
travelsbounces 4"). 


+1 to rolls on the Misfire table 


Grapesbot 
tare a bit too close for comfort, the 
crew Toads a deadly canister full of 
Copper ection rasta 


Seeing the enemy 


Roll the Artillery dice. If it's a Misfire 
If itis any 


the flame template straigh 
the gun. All models under th 

(even if only grazed by it) suffer a 
Surcmgihe + Hie (1 Wound, -2 save 
modifier) 


Chained shot Invented for navat 
ieorfere, tole atnetenlttons Sonelete af 
two cannonballs linked hy a chain, 
capable of tnflicting borrible damage 
fon massed regiments of troops as well 
(as om derge erecicures 


astmien fast anpenaching the Empire 


shot 


3 


Hits two models-wide 


affected unit (instead of the normal 


single model-wide column) 
Maximum range you may guess: halved 
Strength 6, D6+1 Wounds, no save 


1 t0 rolls on the Misfire table 


Catapults and Mortars 
Sinvle rockexplosive 


Multiple rocksisbrapnet 
These projeciles splitiexplode during 
their dosconding trajectory chowvering 
the unfortunate troops below with a 
terrible rain of death 


As normal 


Position the template as normal. all 
models under the template (even if 
only grazed by it) suffer a Strength 4 hit 
(1 Wound, -2 save modifier) 


i Incendiary These missiles are by the remains of former comrades or 


@ of a concaction of bighly of civilians slaughtered by the 
Puammable lnquids that Ignite a 
‘impact and transform the area bit projectile 
into a blazing inferno. 


As normal, but only the model under 


Ac nnemal, but S41 Wound. -1 save the central hole of the template is bit 
modifier ‘ulfering a Strength 5 hit (1 Wound, 

save modifier), The unit it has to take 
In addition the unit is moved ate 


a Panie test 
suffered. If they 0 
test, the unit will Hate all of the enemy 
army for the rest of the bat 


regardless of casualties 


iis completely out of 2 for the Panic 


If hits « wood or a building, on a 4+ 
the item of scenery immediately 
becomes impassanle terrain for he 
rest of the battle and troops ( 
occupying it must move out of it by 

the quickest possible route 
Gruesome (catapults only) 
Sometimes a regiment bas to endure 
the shocking experience of being, bit 


Bolt Throwers 
ingle shot only) 


Normal bolt As normal 


Reinforced bolt All bolt thro 
carry a reserve of beavy bolts, with 


Liche Priests 


By Nigel Stillman & Rick Pricstley 


« those of you who play with the Tomb Kings of Khemri, the 

ey provides mare hackgronnd for the enigmatic 
Liche Priests as well as a new magic system for these masters 
of the rites of death. 


In their desire to defy 
death, the mighty 
kings of Nehekhara 
commanded their 
priests to study the 


sorcerous arts of 
mummification and 
reawrrection. To. this 
cad the priests 
studied sinister magic 
and learned many 
secrets from the 


mouths of dark and 
nameless creatures 
Fach generation of 
Friese eatoctied ctr 
tutors i power and 


in age, until they 
became sorcerers of 
considerapie power 
Though the Liche 


Priests learned how to 
extend theie own lives, 
by hundreds of years, 
they did not become 
truly Undead until 
Nagash cast his 
spell over the land of 
Nehekhara. As. the 
spell 100k its effects, 
Uving things were 
slain and dead th 

returned 10 life. 


Venerub 


Inverp 


igh Priest of Khemei 4 


AS 


bands of tron and sbarp blades 
riveted along the shaft 


Range: halved 


Strength 6, D3+1 Wounds, 0 


Aineing device 
works of the genius L 
Minagliano was the development of 
optics applied to targeting devices for 


The crew can choose not t0 shook 
in order 1 aim more carefully at 


unit they are aiming at). If the tanget 
is still in sight in the next shooting 


phase, they can choose 10 fire at it 
iho +2 by the cell £0 hig «© 
fire at a different target with ‘no 


bonuses to hit or to spend the phi 
aiming at another target 


many of the Liche Priests were more 
dead than alive they were tuened int 
Undead! 


Since then they have served. their 
‘ancient tombs they and their kind had 
‘guarded for untold ages. The Priests of 
cach necropolis watch over their King 
Ss he reste, perorming the age-4ong 
rituals of preservation, and when the 
time is right they cast the spells of 
awakening that return him to. the 
mortal world. When their King leads 
his Undead legions to war, the Liche 
Priests march too, ready to lend their 
rerous arts to the battle 


Special Rules 
Liche Priests always use their awn 
Scroll Magic us detaled below, instead 
of the Necromantic Magic which is 
ners and Vampires 
al 


used by Neere 
They still count as wizards in 
other respects 


Scrolls of the Dead: The Liche Priests 
‘cannot cast spells in the manner af 
other wizards or sorcerers, Theit | 


magical powers, though considerable, 
are based on long, tedious rituals 
which are altogether impractical 00. 
the battlefield. Instead 

Priest can carry one oF more Scrolls of 
ne Dead 


As Liche Priests now have (0 pay 
separately for their magical powers, 
replace the points values presented 
in WD #227 with the following: 


Liche Priest 
Liche Priest Champic 
Mamet Lacle Priest 


High Liche Ps 


Scrofls of the Dead 


“There are four different kinds of 
"Sells ofthe Dead: Menkure's Seroll of 
RS ruich, steer torent, 
‘Horekbab’s Scroll of Righteous Smiting 
"(which increases a unit's Attacks), 
5 Scroll of Mighty Incantations 
(ebich & uscd 10 cast spells), and 
'sSummonation of the Vengeful 
F (which summons Undead 


Ad wit all magica! 
4 Seroll of the Dead may be 
‘once, as the moment it is 


Me sory ce voc 

number of each of 

Addition to any magic items he has, at 

the points east shown, 

A che Priest can cead a Scroll of the 

Dead at any appropriate moment as 
below: the magic. inscribed, 


“one Scroll of the Dead 
phase, exeept for 


‘be read per magic level 


Menkare’s Scroll 
of Urgency 
{ASeroll of Ungeney can be used during 


he player's movement phase. When 
‘the Scroll is read, any one unit can 


seroll's magic invigorates ancient limbs 
and drives old ones with fresh 
determination. Only the unit's normal 
ore is affected: the scroll does not 
Increase the unit's charge distance: 
pusults, flees or any other unusual 
moves. “A unit can only move a 
“maximum of double distance, it may 
ot mowe further, xo. 48 le not posite 
“to use several scrolls from different 


Horekbab’s Scroll of 
Righteous Smiting 

EA Seroll of Righteous Smiting can be 

‘sed cither “inthe player's own 

shooting phase or during any handto- 

“hand combat round before a unit 

‘Sitikes its blows. The unit is suffused 


with magical eneeay which enables the 
{mops to fight with supernatural vigor 
Ir usea inthe shooting phase, the 
layer selects one unit of troops or a 
single war machine ~ the chosen unit 
for machine shoots twice that turn. I 
sed in hand-to-hand combat, the 
pliyer nominates a unit of troops that 
fare fighting, and each model in that 
unit, including, any characters fighting, 


with the unit, make one extra Attack 
that turn. Only one Seroll of Righteous 
Smiting can be used 09 any single unit 
during a tum. Note that because the 
serail can he ve in any qrinnd af hand. 
to-hand combat, tt ean be used in the 
enemy's turn if you wish, 


Neferre’s Scroll of 
Mighty Incantations 

A Sernll a Mighty fe?antatinne can he 
Used in the player's own magic phase 
‘When the scroll read, the Liche Priest 
automatically fasts one of the 
Etcwing opti pier chococs 
which of the spells 10 east Once he 
‘decides to use the scroll The spell may 
be countered like any other spell cast 
by a wizard of the Liche Priest's level 
‘The spell requires no pawer to cast but 
power cards can be used to reinforce 
the spell) in the usual way. Scrolls 
‘countas spells of power 2 Tor purposes 
‘of Rebousds, etc. The 

Scrolls of Mighty Incantae 

Priest can read in single magic phase 
‘5 one'per level ~ so Liche Priests can 
road cone scroll, Liche — Priest 
‘Champions rw0,, Master Liche Priests 


4s the only instance where a Liche 
Priest can read more than one scroll in 


2 single phase 


1. Tomb Dust, This spell cin be cast 
upon anysenemy unie within TS", The 
unit is enveloped by choking dust and 
abrasive sand. The unit suffers D6 
Strength 4 hits and no armor saves are 
allowed against any wounds caused. In. 
addition, roll a DG and subtract the 
‘umber shown from the the unit's 
total permitted move distance in its 
following turn. You might wish wo 
eave the dice by the unit 1 remind 
you of this penalty 


2. Quakiny Horror, This spell can be 
‘cast om any enemy unit within 24°, The 
unit is beset by terrible, haunting 
visions of death and must take an 

nmediate Fear test but with a 1 
penaley D6 against Leadership: 1). 
this fest is failed che unit flees 
immediately, and in addition, its 
Leadership value is reduced by -1 for 
the rest of the battle, Units which are 
immune to fear cannot be affected by 
this spell 


3. Serpent of Death. This spell can be 
ast on an enemy unit that the Liche 
Priest can see (ie. to which he has “line 
‘of sight’) and which is within 24° of 
hhiew A hall af hack energy harass frat 
hhis bony hand and strikes the foe. This 
causes 2D6 Strength 4 hits on the: 
target with no armor saves allowed, 


Djedre’s Summonation of 
the Vengeful Dead Scroll 
The Summonation of the Vengeful 
Dead Scroll can be read at the stat of 
the player's own turn, Nominate any 
toi of Skeleton syactorySheleon 
Bowmen, Skeleton cavalry, Tomb 
Guards, or Skeleton chariots. Roll a 
D6. Ifthe nominated unit ts Skeleton 
‘warriors, bowmen of Tomb Guards, 
add the number of models rolled 10 
the unit If the nominated unit is 
Skeleton chariots, add nothing on 
roll of 1:2 and one model on 2 roll of 
$46. If the nominated unit Is Skeleton 
‘cavalry subtract -1 from the dice score 
30 no models-are added on a roll of 
Ton a 22 on a 3, and s0 on, Several 
Summomation of the Vengeful Dead 
Scrolls (from different Liche. Priests) 
= eer 
dtlowing a unit to 


reinforced ifnecessary 


1F> ur © Skeleton warriors, Sheiewn, 
archers, of Skeleton taavalry should be 
created. by a Summonation of the 
Vengeful Dead Seroll, the models may 
‘be used to ereate a new unit instead 
‘of adding to the existing one. New 
‘units automatically have the same 
equipment a8 the original nominated 
Junit, but no standards, musicians, oF 
champions. Note that you cannot 
ereate new units of Tomb Guards oF 
charions New units mist be places 
‘within 12" ofthe Liche Priest who has 
summoned them, and must be 
positioned so that they are at least 1" 
away from the enemy, A new unit 
‘can declare changes, move, and fight 
that tur. 


‘working out victory points at the end 
of the game. If you create a new unit it 
is automatically treated as worth 
1 victory point. 


Menkare's Scroll of Urgency 


Horekbab’s Scroll of Righteous Smiting 
Neferre’s Scroll of Mighty Incantations 
Djedre’s Summonation of the Vengeful Dead Serolt 


ENTER THE VOID 


A brief look at the Eldar Void Stalker Class Battleship. 


From bebind asteroids and through gaseous anomalies, the Eldar strike. Straight out ¢ 
the blinding corona of a star, a new ship enters the battle for the Gothic Sector. The Elda 
Void Stalker is the only battleship the Eldar bave to support their raiding activities, an 


it is all they will ever need. 


the battle of Gethsemane and 


eetvesahilny. the match of ary ship in = 


the Gothic Sector 
Designed in secret, the Vold Stalker poject 


fable to return space Note Void Stathers, such asthe Farge of Val 
had the Kec! instead the lanch bay. Tit oes nt cos ay extra po 


and after 
Bright Star has never by 
Another Votd Stalker was most frequenthy 


ype glided out of the manuficwuring 
icity’ From that moment on, all the Eldar 
(plate captains wanted a Void Staller 


great victor 


A Vod Stalker faces down the 
‘twfamous* Chaos Planet Killer 
while a squadron of Hemlock 
Destroyers sweep in bebin 


Rumors have it that th 
‘ly take on an 


ship was eventually 
Hulk [later codified 


ss the Mier of Paes) 
Revised Eldar Corsairs Fleet List 
With the adltom of the Eka Voit Stalker 
Reeashed stsarges aro tossed wai 
i ie Me Ht ny IE sche atc ie 

aa ie Non "Stamens 
Fac eet FM, 000 pots of Eker he, batiesbip is Mteraly bristling 
ou in foclude onc Void Stalber. "at ne swith devastating weaponry 


Points, you cannot field any battleships, wile 
Eldar ship moves again during the Ordnance course, torpedoes can sometimes be more 

phase ving you the perfect opportunity 10 rellable in the destructive capabilites, 

et outside the range of enemy guns 


Also note that there are no restsetions forcing 
you to place your Pirate Prince oo the 

Ihe the Chaos Warmaster. Of 
ourse, yr might want to assign him there for 
the highest level of sursvabity 


Well, we could continue for hours abour how 
Weapon tise to use the Vold Stalker, but cach Pirate Prince 
The two sets of Pulsar Lances can quite easily must discover his own way: Write in and tell ss 
I death to any aggressor. This weapon acts how you fared with this awesome » i 
st like a Fance (always hits on 24+), but can war in your own games of Batlefleet Gothic 
tinue rolling hits after 
successive strike to a maximum 
three hits per lance. In one skilful 


Tactics 


The Void 
of war all by itself, but there are several things 


| rOnce our ships had traveled deep within the 


phn alg ome 7 pt Chao Dd PROC ay ccd UF tel 
irength of a battleship, i 1s still assembled With only the Pulsar Lances, leaving ‘we had only heard of the quickness of an Eldar 
with the delicate components of advanced he rest of the weapons to batter attack, but now I know why they are so deadly. 


Hdar technology. Whatever you do, d the weak hulls of eycort squadrons. 


ee Seo ‘Amongst their numbers was one battleship. the 


Whether you choose to arm your 


will he best stratepies for the Flair Iutteship with torpedocs or keep | likes of which the compoters had! 20 record of, 
ed the launch bay Is amatter It struck with unbridled fury. obliterating. the 
The Eldar have the best capability for darting PEMOPal caste, Both offer distinct | halls of our escorts with its first pass. Tkocw 
und the enemy: Most of the Void Stalker's Advantages and disadeantages, The | the second strike would be our last. Morbid 
weapons are found in the front fire afc, so St Oe tera eteer chance f>Carosty held my ateation at a portal. Echoing 
zie es yur crt in chet aie A OAT rng youll apsinat psbroigh ce Sg. car tte Wed deperly 
ce will neverhave to worry abouthivangle enemy ordnance while Eagle to knock the Engle bombers out of space, 


There was 0 hope. 00 hope at all against this 
Fheng the suoward side ight from the Void” 
and run, Remember, an #0 the dead of empry space. Of ~ Officer scheduled for execution 


for dereliction of duty 


against an ericmy instead of 
watching your t 


beast of vessel st 


‘Andy Chambers 


SPACE IS GREEN! 


The Ork menace in the Gothic Sector escalates, 
with Andy Chambers’ new rules for Ork Hulks and Rohs. 


In uncounted lairs, the Orks lurk, seething like a cancer beneath the skin of the Imp 
faring capabilines were limited 10 Rroozers and raiders, Out alt thai 


Until now their spac 


ium. 


is about to change. Andy Chambers unveils rules for Ork Roks and the terrifying Ork Hulk 
In space, EVERYONE can hear the Waaagh! 


The Orks are not the greatest space-faring race In the galaxy 
Theie ships are usually nothing more than rusty hulks, kept 


gulag by Oe cnotaitd cffents a ON Mektye. Thicy make 
great use of salvaged hulks and their largest vessels are 
often refitted Space Hulks or asteroids (or Roks as the Orks 
call them) that have drifted 100 close to one of their worlds 


Although Orks build spaceships for raiding and general 
J Roks are generally 
used in the huge Waaagh! fleets that are a constant threat t0 
the Imperium. They are also used as pirate bases. for 


Frecbooter Kaptains and for defending Ork-held systems 


piracy, these captured Space Hulks a 


Note: Due to the chaotic construction of Space Hulks and 
Koks its highly unlikely that any Citadel Miniatures will ever 
be made for these craft. But we've decided to include rules 
for them anyway, because they're fun and very easy 


Retribution 

: attesbip exchanges 

Se fire with an ork 
Soet ted ty Ro 


ORK ROK .... he 


80pts 


eee see TYPHUITS SPEED TURNS SHIELDS ARMOR TURRETS 

Petit: ex. ARMAMENT NGE/SPEED FIREPOWERISTR _ FIRE ARC 

ee ae Gin Waster 35cm Dew AIT Round 

saree decors pasaehad oamcned Torpedoes r De AIT Round 

sae een eerie modified below, apply. in fill wo Roks. For To New Heading orders 

f 10 disengage the. battlecruiser ample, Roks which lose half their damage Op A// Abead Full orders Roks move an extra 
Stalwart Wurrior sullered crippling damage 4" crippled just lke other vessels, Déem in any direction at the end of their 
pecial Rules wt move inthe sime way as normal ships. direction of travel, ‘This cas be seca. more 
= pec enee. Moser ony: 00 momentum ks which are crippled or 
toring thous Blast markers doc edie 


A successful Rok course change 


X 


The Re 
ve along thts 


The Ros is 
fem to the right but 


their speed. Roks in the gravity well ofa planet 
jr onon may make 


Free turns like an orttinary 


andor plac 


Critical Hits; 


Roks lack the complex systems of true spac 
craft, s0 critical hits are not rolled on the 
Critical table, Instead each critical hit nits 
+1 point of damage 

Catastrophic Damage 

When a Rok is reduced to 0 damage it breaks 
up. Do not roll for Catastrophic damage 


instead the Kok is replaced by 4 blast markers 


Under attack from the rest 
et, Imp 
close setth an Ork Spas 


‘al capital ships 
Hulk 


Te SRM UI fo. oss) ee renee 


- 22+... 600pts 


Space Hulk are ig 
ancient wrecked ships, asters 


whee such flotsam andl jetsam. that are 
together after millennia of drifting in and 
warp space. How and why Space Mulks 
appear from the warp and are thea drawn hack 
Dit is unknown, although there 

some being controlled or 
hei inhabitants of some external 
Some Space Hulks 


runygated by 
force are infested with 


host ships, plying the woid for eternity, Tales 


7 gers mecting horrible fates 


fulks are told theoughour the 


For the Orks, Space Hulks are their primary Special rules 
method of travelling berween the stars. When Like Koks, Hulks are so. unlike other 
a Space Hulk appears in an Oricheld system it. spaceships that they require 2 aK 


is soon seized and converted into a URE “pecial rules, Again, any niles which 


Specifically noted as being, 
apply in full to Hulks 


invasion craft, with cavernous launch bays fie 


innumerable assault boats and hundreds of 


4 Ork warriors and 
rmpleted. the Space Hulk te 


machines. Once Leadership: 


Sent back our ofthe system with an attendant Due to their enormous size, and the strain 
fleet of attack ships, krouzers, and Roks. Once this places on Ork communications, systems 
ster reaches. the Space Hulk will (le shouting loudly), a Hulk ts alwa 
Jrawn back into the warp and, if Leadership 6 
all goes well, arrive at some point at a world 
Warlords 
Srl Space Mulks were Late: 


" Having an Ork Warlord aboard 
See SER ED le its boarding value. Also, the 
ulk could appear at any place at one 


TYPEMITS SPEED TURNS SHIELDS ARMOR TURRETS J. 
[defense J cm [Special Ps] |) ns Ooticon reports twelve. no. thirteen 
ARMAMENT RANGE/SPEED _FIREPOWERSTR _ FIRE ARC Riek ight op) tps’ od yo the 
holk. 
+Augurs divine power sources emanating 
Trow Heavy ( ie 5 from cight of the wrecks 
Dosa rm : 7 +No indications of guidance or active 
itarbourd Gung Batter 45 DO+6 Rij pe, 
Starboard Torpedoes: r De Ri ++Moving in for a closer sweep, 
Sarbourd Lamch Baws | Faia a] oe ‘slmperatod! Multiple arack craft launches 
Bout 306 Jook like Ork conligurtions, gun barcres 
Ten Gon Ba " mee T powering up! Helm! lay in a course to get ws 
aaa = on out of bere. If we ean just 
Seen pons i \ Last commusicition of 
= — —— = the Frigate Vistula: 


eee eee eae 
sam of ages past returned to contaminate the holy spheres of 4 
ith all manner of alien foulness. These gigantic craft may best 
lercea*sad: dctOPON We ta Vida! Cases Tx ds, ns 
‘Orks, and worse. But. as the lowest sea creature may subsist on the lth 
and detritus of the ocean bed and yet carry peatls of incomparable worth, 
50 do these harbingers of terror carry ancicat secrets of worth beyond 
measure. Where such micans are at fund, the hulk must be boarded, clessed 
‘of the dread taint of the alien and rendered wato the auspices of the Adeprus 
Mechanicus to allow proper study. Wherein the hulk is found to be in the 
Beads of the beet Orkin then tarts heve eco foved to swarm in such 
| sumbers that victory can only be won with the might of entire Space Marine 
Chapters Where such strength is lacking, the hulk must regrettably fall to 
the quae of the flact. for to permit thelr aatey to the innee phere to 
Permit ievasion ox 4 nigh unstoppable scale” 


Re AL 


[BBNep from De Xeace Miticorat 
Ingots how of i Onde Xeon 
k en 


* Looted Torpedoes and Maniac Gun 
upgrades ean be used! to effect only one 
weapon system or torpedo battery per 
turn, Which system «© being effected must 
be nominated before the roll is made for 
ts effectiveness — the reroll can't be 
transferred eewhere afterwards! 


Special 
A Space Hulk may not use Come To New 
‘rrexadir or Burm Retro Special er, DA 

‘enormous capacity, Space Hulks do 
‘out of ordnance if they roll double 
for their command check for Reload 
{Oration pct eciee 


+ Extra Powerfields costs +50pts instead 


+ Mad Meks enables the hulk to ignore the 
effects ofa critical hit on a D6 roll of 6 


Ork Space Hulk turning diagram 


Critical Hits 
‘Due to their massive size and lack of complex systems, do not roll for the effects of critical 
hits on a Space Hulk using the Critical Damage table” Instead the player who inflicted the 
critical can’ choose one of the three options below to repeesent him ordering his ships te 
target specie areas or nystems of the Hulk, 

1: “Target bigh energy systems!” Each critical hit using this option will reduce one of the 
following characteristics by one point (chosen by the player who tnficted the critical) 


+ Turret value * Shield value + Lance strengah 


erect weubone clusters!” Each critical hit using this option will reduce ane of the 
lowing characteristics by {wo points (chosen by the player who inflicted the critical 


1+ The firepower ofa battery facing the direction the attack came from. 
* The strength of a torpedo battery facing the direction the attack came from. 
wer ene of the Launch hays 


on 
3: “Target Ubrustor assemblies!” The Hulk must roll higher than the number of thruster 
‘damage critcals it has suffered on a D6 in order to turn. 


eyiate damage rom criical fires orig Me game 


c Hulk & reduced 10 0 Damage rol 
and blazing hutk results remain unchanged 

A plasma deive overload result indicates the Space Hulk ts wen apart by internal explos 
19 damage és scored on ships nearby, instead the bulk breaks up into asteriod field D3xSem 
‘wide and long. 

(On « Weep drive implacton result he fll: le hurt beck ine 
with a Warp drift (Celestial phenomena. p45). 

Irmanesta 


19 the Catastrophic damage table, The 


Any ships ‘caught ia the nif are effected 


Using Roks-and-Spavé—~ 
Hulks in campaigns 
(Q8ub thanks 10 Jobnatban Daniel's for 
bie suggetions) ha, Or pleate eet nay 
tse asingle rk Space’ Hulk. a3 thett 
ce base in 4 campaign. If the pirate 
hase comes under attack, substitute one 
Space Hulk for the target planet In a 
Planetary" Assault or” xterminatun 
mission, and the planets in the Huser 
Prey scenario presented in WD. #235 
(note that this does take sore of the 
flesswork ut of the scenario But does 
ake fora very diferent encounter) THe 
Space Hulk must still be purchased Using 
the Meet andor planetary deferme points 
Shiocation tor me scenario, Dut the Hulk 
itself not considered part Of the Meet 
reqistry. In these scenarios, the low obit 
table will actually represent very close 
range passes on the Hulk, a0 the noma 
‘tory conditions remain the same a8 fat 
2s asuuult points or the Exterminator are 
Concerned. Also, should the Space Hulk 
be" destroved: inen the atacker wil 
auomatically win. Note that it stil 
Possible for the Ork player to purchase 
Tow orbit defenses, these simply 
represent short ranged ‘point-dctense 
systems studded about the Space Hulk 


Ina campaign, Orks can build Roks by 
has accumulated 'S repair points It 
becomes active and may he added 10 the 
Fleet Repistry 


Alternatively, by using the full Waaagh! 
eet list. Ork players Can participate ful 
ina campaign, conquering systems an 
engaging in battles inthe same way as 
Imperial and Chaos fleets. 


Crippling: 

Space Hulks are not crippled by damage Hike 
‘ordinary ships. They are so big that they must 
bbe gradually eroded by enemy fire 


Like Boks, Space Hutks must move Hem in a 
straight line each urn no Tess 
Space Hulks likewise do not have thelr speed 
reduced by Blast markers or damage 


‘Turning: 
A'Space Hulk may turn up to 45° and only in 
fewery second movement phase. The tum 
‘must be taken at the end of the Space Hulh’s 
Tem movement. This can be seen more 
clearly in the diagram let. 


Gravity Wells 
a Hulk fs within the gravity well of a planet 
moon at the end of its movement ff can 
make a single 45° turn towards the planet oF 
moor. regardless of whether i tured in its 
last movement phase. Also, he enormous 
size and mass of a Space Hulk means that it 
creates Its own gravity well extending Sem 
from the edges ofits base. This affects other 
sisipm tn caately ve mane way 2 a planetary 
gravity well and means that ships, foks. etc 


ig the Hulk are moved 


break orbit 


Like throwing eggs at 2 
stone wall. 


Captais Hesnish on the effective 


The Ork Kok was also 
bette by Richart ater 

and uses the same 

techniques and bits as the 

Space Hull: This time be 

Rectal vt Gok Braeden ee? 


the left over bits feom the 
plastic tpic mesga-Gargant 


‘Dur 0} was 


built ~Q"Havy Metal 


Pebinn Rickert Saten 
tbo also painted all the 
ships in our new Ork flct 
(sve over the page) 

‘ne our roe exe using 
loads of Batitefectsbip 
‘parts taken from the 
ary Motal bits ar He 
so use e108 of toe 
leftover plastic 
hattery sprue bis 
fnch as the turrets and 
‘ger ay, to nano te oe 
Remember that 10 two Space 

- Hulks took alike they are 

made no from the Moxsa 
its’ of space As well a sing 
te plastic battery bits, Ricb bas 
asd ple tank turrets, ane Ork 
Kil kroacer. prows from both 
{hae Battleships (wbieb could 
casily be replaced by a using a 
plastic cruiser), metal and 
laste shin brides. plastic 
Indie irom an old bird per 
‘pines from an Epie. plastic 

| negaGiargant, anal Oke metal 
hp plates 


BUILDING A SPACE HULK 


ORK FLEET COLOR SCHEMES - 


By Nick Davis 


(Quit tie: yom mel flat are om your Ork 
(of pati tor ja ti and to your ship. Or 
‘yom don't want to paint destin, se metal 
(rk Glyph plates, which are auwitable from 
Mail Order 


KILL KROOZER 


ao6 


TERROR SHIP 


ORK PIRATES OF THE GOTHIC SECTOR 


Here is quick run-down of some of the 


ore Infamous Ork pirate bands of the Gothic War, 


and their color schemes. This is by no means a complete list and as Ork pirates are a pretty 


diverse bunch there is huge scope for all sorts of modeling project 


Kaptain Shumareg’s Wreckin’ Krew 
Conroy have teamed toe expecially wary when 
ving between Moab and Thanet in the Cycogs 
‘ister foe the isthe buring yround of Kapaa 
‘Stimurey'sWreckin’ Krew The Wretion Krew inches 
2 leas one Trevor abip and betwee ten and hey 


Sack shipe The blue splinter panem ad shal and 
‘rom bones emblems of thet vessclt are. tnotaney 
identable and’ Lord. Adina Ravewsburg has gone 
4 lar a wo place a considerable bounty 0 every 
Sup devtoyead 


‘age of the Cylope chisecr, From ken thses they 
Yemuap, and Corll the narwe ofthe hand eres 
{rom their habit of Macking. when the radation 


muons ofthe rusacrous pulsars ba he cs are Bt 
‘oneeal the. parses 


thew height. These serve 
prescace “un 

fors which might summon help 

ne predominantly red war pala of 


the} hate from the Orth vl Sony clan 


‘Hies-Hor'sfeasn Hoye 
| Opera primal fa the ein Moor 
Tipe: mpmbers of Bate ran ships. tno skiemiah 


‘am ships dae 


Mork’ Murderaz 
led by the nowocious Terror ship Mork’ Blade the 
Munderat appear be base ia wrdemnese space inthe 
Cyclops canter fermcen: Mais and. Meza Mark's 
Munderas have an inamvame rep ‘hing tke 


Sl be se tn 
nouflage scheme wf back and wrec, pecturaby 
help comeeal tele atck shipe shee thoy are tae 


‘ching several Ka kr Terme 
Sips making tbem one of the most heavy equipped 
prac forees in the sector. Four impersal attacks Mave 
Sune surrounding the Yellow Moon base Yelow Moon 
Fellow color schemes 


rk ects may be made up of 
techie, Wnsintsied ship 
Si oer att ioe 
bet te Soe eee 
warships. Many pirate fleets have 
been spotted painted in the 
load, ‘prow, colors of shai 
Warde 
i ls i oF ae 
On cee made yp hp pe 
cae often fe ati 
oy ei era 
yo ie as orate 
sari Ss annem eal 
ik cul hy) woul a cad 


bur 


wood idea ie 1 choose one color 
Scheme for the entire fleet and just add 
lite individual details to your ships 
rks make use of glyphs, dags, checks, 
and other similar markings. some of 

N'you™can. sce on. the ships 
themselves (sce photos). This will give 


your fleet a much more coherent 
appearance on the tablet 
You could drybrush your ships tn 


metallics like Brazen Bronze oF Boltgue 
Metal only small bands of color 
. ‘onto the black to sive 
the ship. dulled down effect. This would 
sive your fleet a eusty, unkempt look, Or 
You could paint your ships in the beash, 
eflant colors that Orks love — greens, 
yellows. reds, oc even blues are great 
Colors to paint your fleet ia. Or perhaps 
you could combine the two methods 


There are no hant and fast ules 10 
painting an’ Ork fleet. Remember 
Whatever colors you choose, Orks are 
brutal, no-nonsense warriors. Subtle 
blended colors just won't look sight 
Paint you ships like an Ork ~ loud and 
proud. WAAAGH! 


on 
<a 
come 
on 


BRUTE RAM SHIP 


ATTACK SHIPS 


ap 


Quick Lip: The quicke 


ORK WAAACH! FLEET LIST 


= +35 pis worth up 10 1.500 points. it may inchide 


This Acer Hist represents an Ork Mect either — Maniac 
h! The ship may re-oll the dice for the firepower Space Hulk. Wit ks 
Space Hull 


cling, oF preparing for. an Ork Wis 
he Ork pirate fleet of 


and may be used 


inchided. ete. E 


een can, Mad Meks +25 pts 
20Pe the ship may reroll the dice Kr ame 


aul, control KROOZERS 
The ships shied value is increased by #1." fot 
WARLORD Mex: 
Upto 1 Warlord per 500 pes Boarding Parties +15 pes Ork Tecror ship 
vet, esi of bom ne sip +20 ps. ESCORT 
4 must inchule at least 1 Wartord 10 * Meet 
‘Onalaughe atack shi 45 pes 


battle scenarios, especialy pi 


red vk Kill kroower 55 pes 
185 pes 


a boarding. 


Looted Torpedoes 
The ship may re-roll th 


Warlord per 500 points. Se ifthe feet is worth Ork Ravager attack ship 5 pe 
Lup to 500 points, & may have one Warlord. fie 40 pes 
5 pe 


1h 500 1,000 points pwo Warlords may be 


included, et ORK ROKS 


incluule any nuamlber of Orke Roles in 


80 pes 
1 be purchased with points 
defenses, in scenarios where 


the upgrades shown below, at th 
com indicated, 
ines So i th 


attlefieet Gothic, the game of spaceship combat, is set during 

the Gothic War in the 41st Millenni time when the 

Imperium of Man battles for survival in a hostile galaxy. Battlefleet 

Gothic allows you to command fleets of warships in deadly conflict 

‘among the stars, though whether as Mankind's saviour or its 
destroyer is up to you! 


Available now, the Battletieet = 
Gothic boxed game contains 


ules, scenanos ana ail me neet 
lists you need to fight a battle, and . 
‘guides you through how to paint 
the highly detailed, plastic Citadet 
umatures spacestups imeruaed 1 
the box and then how to put ‘4 Using a moon for cover, the bload red Chaos leet prepares to unleash a devastating broadsice at the 

BR together your own Batt unwary Imperial theet 


ca, By Monorc] Mee Tia 


Town Cryer 


Published on the fine Angsag of ech Manali 2 Groats 


The Citizens of Once 
Fir Mordhcim ate Beset 
by Bands of Roving 


Burghers 


blame BA genta 
of Chaos. The 
Old Town in 


Turmoil. 


Mercenaries and 


Sell-Swords 


| The End of the 
World is Nigh! 


The pet Cas seat Catastrophe 
2» Hid in to our, 
once magaificent port. 
Are we the fst to 
suffer this Fate? What 
hope is there for the 
reat cities of the 
West? Will 


The proudest city of the 
Old World has been 
reduced to an infernal 

hell of smoldering craters 
and desolated buildings. 


The aocieat architectore 
of our grandest mansions, 
‘hat onte played host to 
the gresest nobles of 
oot tine. Hy 
inhabited by fou! and 
puri followers of Dark 
Gods. Where once stood 
rtling markets and 
suas of commerce 10 
reigas only bandtry and 
murder. The shadows of 
the deathly rine hide 
nly carpets and fell 
noutrates 


succumb to this 
Horror? What have the 


dread Fates in store for 
all Mankind? 


Has Sigmar 
Deserted Us? 


Mare details of the 
Catastrophe inside 


Tactics, and combat A first-hand report 
technigues of the [fof ye recent hoo-bah 
unous Lighting men between the vile 

Soe || Pee cpa |e oe 


heit home of Reikelanders 


“Eoe| 


Greetings. wyrdstone 
hunters, and 
welcome to the first 
issue of Town 
Cryer! I write from 
thescriptoriums and 
printing press of 
Greiss the Younger 
T have wrestled 
control of this 
venerable institution 
fromthe 
burghermeister Paulus 
the Fat. He has 
now been banished 
into the Pits of 
Eternal Hunger. 
where no loaf of 
bread with bacon is 
ever served. 


As cach moon 
waxes full, 1 shall 
deliver a new issue 
of this illustrious 
publication for your 
wonderment and 
delight, discoursing 
such bizarre things 


as tactics, new rules, 
scenarios, painting 
tips, and strange 
artwork. 


To begin with, the 
first Town Cryer 
will include a 
treatise on the 
verminovs ratmen 
known as Skaven, as 
well as a description 
of the writing. 
illustration and 
compiling of the 
game of Mordheim 
Finally we will tell 
the tale of a great 
struggle between 
‘Skaven and warriors 
of Reikland (though 
the author. Luthor 
Wolfenbaum, has a 
reputation for being 


and fanciful, 


Should you have 
any comments or 
contributions. or if 
you are in sced of 
a hited sword or a 
good suit of armor, 
fof want to advertise 
the fame of your 
wathand, Town 
Cryer welcomes 
your submissions 
and queries, Write 
to the following 
address: 

Town Cryer, 
Games Workshop. 
Willow Lane 
Lenton, 
Nottingham, 

NG7 2WS. 


1 rake and agitator, 
and his stories 

are without 

doubt 

exaggerated 


, 
} ey 
IN THE DARK ou 
After: months of development, Mordheim, City 
fof the Dataned is" bere’ ‘Tuomas ‘Pirinet 


explains some of the ideas that have been 
explored in its development. 


IN THE BOX 8 

Graham Davey takes a peck at the fantastic 
iniatures and scenery, 

stuifin the Mordheim boxed ser. 


MORDHEIM AD 


WARPHUNTERS 14 
So you have bought the game, read the rules 
and drooled over the 

Seegiie, DOS: Gareth Hamilton explains why everyone 


ee should ‘collect Skaven, and how t0 model a 
warband of these vile Ratmen. 

MORDHEIM ARCHITECTURE 

Invour first of many features on Mordheim 


architecture, we take a look at the city ruins 
within the boxed gam 


FINEST OF MEN 20. 
Brave and disciplined, the soldiers of Reikland 
are well yersed in the arts of war. Alessio 
Cavatore’™ discusses how to, assemble a 
Warband of these loyal warriors and the tacties 
he uses in the ruins of Mordheim. 


PAINTING YOUR WARBAND 24 
Here are a few hints and tips to help you put 
together -and paint the Mordheim models 
ienndod in the boned gatse 


CITY OF NIGHTMARES 26 
Tuomas Pirinen ‘tells ué all about a tecent 
skirmish between: the Skaven “Manflayers, 
commanded by Mark Bedford, and the 
Reiklander warband Luthor’s “Lote: 
captained by'Alessio Cavatore: 


“ES i 
hana 


ar 


After months of development, Mordbeim, City of 
the Damned is bere. Tuomas Pirinen explains just 
what the game is all about. 


Who goes there 
Cover up that 
lantern, it burts 
my eyes! Who am, 

you I fear 1 
know not. A long, 
ing time ago I was 
known as a ‘Games 
Developer’ but that 
was fong before my 
imprisonment, Now I 
am but a nameless 
scribe, locked in this cold 
tomb, spending untold 
days in the 

writing down bizarre rules 

and describing the diverse a 

foul inbabitants of the Cur 

‘ity. The moon, which nei 
seems to change, is my only source 
of light. And the rats, which sometimes 

stray too close, are my only food. 


darkness, 


An Ope bedius eas 
hla shoogh the riba 


But enough of me and my fate. Why bave you come bere? A 
seeker of knowledge, are you? Ab, so you would li 
the tale of Mordbetm, Cily of the Damned. 


AMDorBeim 
From its humble beginnings in White Dwarf, Mordheim has 
>wn into a full-blown skirmish game, detailing a period of 
time in the history of the Empire when hundreds of small 
warbands fought in the streets and alleys of Mordheim. 


The concept of publishing rules in progress in the pages of 
this illustrious magazine was immediately very populae, with 
countless warbands springing up in gaming clubs around the 
workl, Many, many players wrote to me with their own ideas 
and suggestions, and many of these have found their way into 
the manuscript. The most prominent contributors are 
credited in the rulebook itself, Thanks to all of you out there 
thour your encouragement and help, this game would 
ir have seen the light of day 


twas a difficult task to import the atmosphere and evocative 
feel into the rules and background text, but I hope that we 


a 


oe aE 
Sis clooney 
sated sec fe yr 


have done the idea justice. OF course this task was not solely 
on the shoulders of the GW games designers and writers, 


The Games Workshop artists, stalwartly led by John Blanche, 
created a equally unique atmosphere and style for the 
artwork «ind layout of the Mordheim rulebook, The results 
are nothing if not stunning, as lam sure you will agree. Every 
single page of the Mordheim book literally oozes with detail, 
depth and character, thanks to this brilliant artwork. 


Barbands 

The Mordheim game details eight unique 
Warbands for you to command, Each has its own strengths 
and weaknesses, its unique warriors and special equipment 
Allhave their own motivation to be in the city, but many covet 
the wyrdstone — shards of strange rock that are scattered 
amongst the ruins, whose allegedly magical properties have 
made it more precious than gold. 


The proud Reiklanders, the mighty Middenheimers, and the 
rich men of Marienburg have come to the city to claim the 
wyrdstone on behalf of their own candidates for the Imperi 

throne, while the Witch Hunters of Sigmar have come to the 
city to cleanse it from the filth of the heretics and Chaos 
in temporal power for their leader, the 


worshippers and 
Grand Theogonist 


Skaven of Clan Eshin have come to gather the wyrdstone for 
their nefarious purposes, while the Cult of Possessed, 
followers of Chaos, have claimed the city for their own and 
vie for total domination of the city with the devour Sisterhood 
of Sigmar, the last light of sanity in the city. Behind all this 
looms the mysterious figure of the Shadowlord, Master of the 
Pit and Lord of the Possessed. There should be plenty of 
choice amongst the warbands to suit everyone's taste 


In addition, these warhands may be bolstered by 
Hired Swords, ruthless merce 
fight for anyone as long as they are paid well 
enough! Hired Swords include the 
hulking Ogres, skilled Pit 

Fighters, enigmatic 

ELF Rangers, 

and even a 
Halfling 
Cook! 


aries who will 


cll UDA ME SE 


The Rutes 
Mordtheim has been designed asa skicmish 
sqnicta foe Warhamicr, Re ules detail 
individual interaetion between 
models, that Warhammer (a 
athe designed to 
reprcstar builes 
eather than small 
bands of 
individual 
models) lacks 
The rules oe 


yes ago, with the 
Ene beret of lds 

4 gat catsrophe Gi 
be A huge meteor born of 
(Chaos sack the city of 
“Mord, doomed 10 be 
aver evermore a the City of 
the Dansed. The derasttion 
ves complete, an the city was 
all byt red to the growed. Yet 
thi rave distr was bat the 


Ane 


shooting, an 
hand-to-hand 
should still be 
fam 
enough for 
Warhammer 
players, even 
there 


thon 
is fw more 
detail and 
depth 


aging. for amongst the 
broken remasats of the city 
vere found shuds of wyedstone, 
1 stnnge substance repre 10 
be sog with magic The lore 
ofthe valuable wytdstone 
Browght factions of sariions 


warriors from sco the Old 
Wetland the City of the 
Damoed became 4 dtk 
Woody bt yielding 
wth and deh is 

cual miss 


TM 


om 


for intercepted 
climbing, 
diving charges, new 
weapons, armor, and 
equipment’ such’ as 
crossbow bucklers, 
duelling ropes and 
grappling hooks, and many, many other 
things. The book also include 
optional rules, which should serve as an 


charges, 


pistols, 
pistols, 


a section of 


spiration 10 those 
who like to create their own rules and add-ons for games 


The Campaign section details the procedure for exploring 
the ruins of Mordheim, gathering wyrdstone and looking for 
fare items at the traders and merchants. It gives details of 
serious injuries your warriors can suffer, plus advances and 
skills your Heroes can earn as they gain experience 


White the Campaign section of the Mordheim rulebook 
details the cursed city and its surroundings in great detail, the 
game system itself is flexible enough to be imported into 
almost any setting, Thase who play Warhammer should find 
it relatively easy to use the Mordheim system for staging 
skirmish games all over the Old World and beyond. So if you 
want 0 play skirmishes with Lizardmen or Wood Elves, 
Mordheim should have plenty to offer to you: 


A Freelinee Knight cautiously leads + 
Middenheim warbind into. the euiss of » house 


Lc Re a 


The ANWvets 
It would be wrong not to mention 
the tremendous new models which grace 

the pages of the Mordheim rulebook. From the Skaven by 
Aly Morrison to the Perry twins’ Human Mercenaries, from 
Gary Morley’s Sisters of Sigmar to. Dave Andrew's Witch 
Hunters, the Mordheim miniatures capture the feel and look 
of Mordheim perfectly. In fact I firmly believe them 10 be 
amongst the very best models ever sculpted for any wargame! 


These masterpieces serve another purpose as well — many a 
Mordheim Skaven or Vampire has found its way into the 
Warhammer armies of the Studio staff. 


The zuture 

Forthcoming Town Cryers will feature plenty of new material 
for Mordheim. Without going into wo much detail, 1 can 
reveal that ehere will be tacties articles for all the warbandl, 
new warbands, scenarios, and equipment, as well as new 
streets of Mordheim. All in all 

Mordheim is set to be one of the most strongly supported 
umes we have released. In fact many players amongst you 
have already promised to conteibute in this, and you will sec 
any artiles written by people besides your humble seribe 


stories from the twist 


Go now. The light hurts my eyes, and 1 bear my captors 
approaching Blow out your lantern quickly, lest they see 
you and bind you with chains as well, writing insane babble 
for all eternity. Believe me, you do not want to share my 
‘grim fate. Can you bear their blood-curdling roar ecboing 
through the catacombs? 


Why isn't the next manuscript finished yett!? 


Obviously 
youll hve 
spoited by now 
that theres 2 new 


The first thing that strikes you about Mordheim, City of the 
Damned, before you've even opened the box, is the artwork on the 
lid. Just take a moment to look at all the weird litte details ~ like 
the warrior with a cat's head, or the pig in a glass box, or the tarot 
game out this om cards... Geoff Taylor has really outdone himself this time! But let's see 
‘month, and of what's inside. 

‘course there'll be 

dozeas of : 

Sats 7 TBe Rulebook 

were One hundred and seventy-six pages, packed with rules, background, and 
Be ioe, more amazing artwork. Here's how it breaks down: 


interesting stuff Ct. Rules: This bit covers all you need to know to play a game of Mordheim — 

ia White Dwar Movement, Shooting, and Close Combat, plus Leadership and Psychology, 

Bot what cry (AS using different weapons, armor and other equipment, and finally Magic (look 
out for some tasty spells!) 


do you get-in 

the box? Grahat Warbands: How to go about hiring, arming and equipping your own band of 

Dancy tears off cut-throat warriors. You can choose from Human Mercenaries, the Cult of the 

the shrink Possessed, Witch Hunters, the Sisters of Sigmar, Undead, and Skaven, and each 
warband has Heroes and Henchmen with their own special abilities and skills 


Campaigns: This part of the book details how to run a series of linked games, 
involving a number of players, in which your warbands will gain experience from 
fighting batiles, earn income, recruit extra warriors, and learn new skills and 
spells. There are nine challenging scenarios in which to test your skill and the 
might of your warband, plus rules for Hired Swords and special characters who may 
fight on your side ~ for a price. 


Matt Nicholls and Nick Davis enjoy a game of Mordbetm on Nick's 
newly built ruined buildings. See page 20 10 find out more about 
assembling the card terrain you get in the bax 


Optional Rules: These introduce some slightly more complex rules, which you can use to add an extra 
level of detail into your games. There are different Critical Hit tables for different weapons, rules for 
mounted warriors, blackpowder weapons and plenty mo 


Color Section: This bit contains useful advice on choosing, assembling, and painting 
your warband, plus loads of ideas for converting your models. And of course there 

are dozens of gorgeous photographs of warbands battling through the ru 

of Mordheim. 


SGarband sits 


The box contains enough sprues to build eight tough human 
Mercenaries (sculpted by Alan and Michael Perry) and ten vicious 
Skaven (sculpted by Aly Morrison). These are detailed, multi- 
part plastic kits, giving you a huge variety of 
options, and are just what you need to get you pla 
two starting warbands. There is also a ‘hairy head’ 
sprue, which contains (surprise, surprise) hairy 
ded_-heads, which can be used to replace 
the normal Mercenary heads to represent 
Middenheim Mercenaries (it's got warhammers 
and fur cloaks, too), and finally an equipment 
sprue with loads of useful bits that your 
warband can actually purchase when you play 

a campaign — rope, a lantern, extra weapons, 
and a spell book, to name just a few 


As you can see, Alan and Michael really have excelled themselves with their Mordbeim plastics 


Alan and Micha 
We designed the 
Mercenaries to look 
like pirates and 
brigands. ‘These men 
are hardbitten cut 
throats, unlike the 
proud re} 
troops of 
armies, We also made a second sprue with wi 
heads, wolf-skin cloaks, and arms wielding warhammers, 
which are ideal to represent Mercenaries from 
Middenheim (although they mix into other warbands just 
as well). Between the two sprues there are twelve different 
heads to choose from, and of course the Merc 
are fully compatible with the plastic 
Soldiers of the 
Empire, so it 


two kits, 


The ‘bairy bead’ sprue adds a whole new range of options to the Mercenary warband. 


10 


© plastic Skaven for 
Mordheim game are 
ned so they look like 
they belong to the sinister 
Clan Eshin, with cloaks and 
I, razor-sharp 
Pye also. included 
plenty of the weapons that 
you can purchase and equip 
your warband with, like throwing stars and 
fighting claws. Like the plastic humans, all 
the components on the Skaven sprue 
are interchangeable with the Warhammer 
Regiment of the same race, so you could make 
literally thousands of models without using 
the same combination of parts twice! 


The Skaven can be armed with a buge variety of weapons and accessories 
(and are completely interchangeable with the plastic Skaven Clanrats Warhammer Reg 


City Ruins 


The game is set amidst the devastated city of 
Mordheim, so there are some superb ruined 
buildings for your warbands to fight through. The 
buildings have full color card walls and floors, with 
plastic corner pieces, roofing, windows and 
doorways, a ladder and gargoyles! Also hidden 
among the card bits are useful Hidden markers and 
Wyrdstone counters, Take a look at page 20 where 
Nick Davis describes how to get the most from your 
Mordheim buildings. 


Other Stuff 


‘There is a getting started leaflet which gives you 
basic run-through of the most fundamental rules, 
along with construction diagrams for the card 
buildings and plastic models that come in the box. 


And finally, of course, there are the essential dice 
and range rulers, 

So that's what you get in the box. Now check out 
the battle report later in this Town Cryer to see how 
the game actually works! 


1 


MerorelM 


~ City of he Samnd 

5 40 MM A terrible place of nightmarish 
: i } ruins, where death awaits in every 
: shadow. Here hardbitten warriors 
stalk through the crumbling palaces 
and twisting strects, fighting and 
dying for the promise of riches 

and fame. 


DM cits iss ableton skirmish game where 
the players contro 
each other for supre 

dangerous streets of the ruined city. 


Everything you need to start your warband and 
ght battles in Mordheim is in this box. There are 
two warbands and a whole host of card ruined 
buildings so that you can create the ruined streets 
of Mordheim, The comprehensive rulebook 
describes eight different warbands and a vast 
array of weapons and equipment, There are also 
rules for running ongoing Mordheim campaigns 
as well as including hired swords and special 
characters in your warband, 


The Mordicim boxed game contains: 
+ city Ruins 
+ 6Dice 
+176 page Rulebook + 2 Range Rulers 


; Sar 
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So you bave bought the game, read the rules and drooled 
over the stunning plastics in the box and now you can't 
wait to get started building up your Mordbeim warband. 


will need to consider is 
which of the 
warbands listed in the 
me you would like to play 
For me the choice was easy 
over the past iwo years | have 
been steadily collecting and 
building up a Skaven army for 
Warhammer, and 1 have grown 
somewhat attached 10 these vile, plague 
infested ramen, The chance to expand the 
under-empire of the Skaven into the streets of Mordheim 
could nor be rly unfortunate 
genetic defect, you don't fancy a Skaven warband (who 
wouldn't, with their cute, curly tails 


issed. If, due to some partic 


id sharp but appealing 
teeth), you mi c 
models included with the 

an eagle-eyed, professional band of Reiklanders or a strong- 
asan-ox band of Middenheimers. If you are still not satisfied 
¢ choice of fanatical Witch Hunters, pious 
Sisters of Sigmar, restless Undead, deformed Possessed, or 
the wealthy Marienburgers. Whichever warband you decide 


you also have d 


to use, you will stand no chance against the Skaven and the 
might of the Horned Rat, After all, finding wyrdstone is what 
the Skaven do best 


Now that you have wisely chosen to fight with a Skaven 
warband, you need to assemble it, 1 hope the following 
advice will help you in your efforts 


Pfanning 
cout your warband on paper. This applies o all warbands; aot 
just Skaven. Tis po 

di éuipesent cs to be shower the belles 
will also allow you to develop an effective, cohesive force. If 
yeu assemble your mocels Rest and then try te work uC your 
wwarhand to fit those models, you can be sure you will not 
warriors. And itis almost certain you will have assembled 
models with weapons and equipment toully unsulable fo 

avoided if you had 
only put a lite bit of planning into the warband before 
picking up your modeling knife and glue 


int because you need to know what 
weapor 


alterations, that could so easily have be 


UNNI 


Being a Treatise on the Presence of the Skittering Hordes ia 


of Ratmen within the ruins of the Damned City. 


By noted scribe of this province, Gareth Hamilton. 


Thave found there are three points you need to consider 
when planning the type of warband you would like 


The tactics you intend to employ 


The models and “bits’ you have available 


How you wish your warband to develop in the fucure 


Tactics 

As the main thrust of this article is how to model your 
varband, I will leave advice on tactics for your warband to 
thers. Ido, however, have a couple of observations to make. 
sly, 500 Gold Crowns is never enough to buy all that you 
would like. Secondly ally 
so for Skaven warbands as they pay premium rates for those 
rare but powerful weapons when first starting out), 


pment is very expensive (espe 


The Mdet's 

One of the best things about choosing a Skaven warbund és 
the range of models you have at your disposal. Not only do 
you have those wonderful new plastic Skaven that come with 
the game, you also have the plastic Warhammer Claneat 
fegiment boxed set - the designers have cleverly made both 
these totally interchangeable with each other. And of course 
from the Warhammer Skaven range to draw from. 


The new plastics are bristling with weapons and equipment 
Ideal for use by your heroes. As an established Skaven player 

had a few unused sprucs of Skaven from the Clanrat 
Aegiment boxed set, so I decided to use the new Mordheim 
plastics for my Heroes and use the Skaven Clanrats for my 
Henchmen. This had the added benefit of contrasting those 
warriors in charge (the Heroes) with those following orders 
(the Henchmen), and left me a few extra models for when my 
warband develops and changes with newly acquired skills 
and weapons and, The Horned One forbid, deaths. 


Example: After much saving and searching you finally manage 
to equip your Warlock with a brace of warplock pistols ~ now 
1 powerful rat indeed. The pistols are lovingly modeled on to 
your Warlock. But then disaster — your Warlock gets himself 
killed! Do you, in a fit of despair and anger, rip off those 
warplock pistols you worked so hard to 

aside your loved, but unfortunately deceased, rat in a suitably 
reverential place and assemble and paint a new one. Now you. 
must once more save and search, but this time you have your 
model ready for resurrection when you finally roll that 
elusive 11 


1? No! You put 


As mentioned earlier, having one or two Clanrat sprucs will 
come in very useful for assembling your Verminkin. It m 

you will be able to equip your warband with extra spears and. 
swords simply by using the Clanrat arms! However, sooner or 
later, as your warband grows and a 

you will probably want to use different weapons, Two that I 
think players are most likely to need are clubs and some extra 


slings, 
so here are a 
few ideas as to what 
you can do about i 


ings: The new Skaven 
sprue in the Mordheim 
game includes a sling, 
This me 

nwo slingers in your start-up 
warband. If you 

slingers then finding mates 
thar have unused slings is one 
solution. If your friends also 


1s you can field 


have good taste and are collecting 
Skaven warbands. themselves, 

a simple option is to use a metal 
Skavenslave with sling as a Verminkin (or 
just buy more Mordbeim Skaven! — Fat 
Bloke). Although the models are a slightly 

different size, this is fine as the Skaven are notoriously varied 
in physique, and Verminkin are no different. 


(Clubs: ‘The easiest thing to do if you want clubs for your 
Verminkin is simply to clip the blade 

off one of the spears on the 

sprue, le 

wooden 
spiky bit on the end 
(save the blade in 
your bits hox for 
future use!). If 


you want to try 
abit of 
modeling, 

cur the 

club 


< 6 


from the Mercenary 
sprue that you also 
get in the box and 
glue it to one of 
the empry Skaven 
hands, And of 
course you could 
easily buy one 
‘of the Skavenslave 
models armed with 
clubs. You 
even kill wo birds 
with one stone and 
use the Skavenslave 
with sling AND club! 
Remember — all the 
figures available for 
Warhammer give you loads 
of extra 
assembling your warband. 


could 


‘options for 


Planning aGeo® 

have looked at the models you have 
available The final thing to consider 
before you draw up your warbuand is how 
you expect particular models to develop. A 
tte planning for the future could sive you a lot of work. For 
example, in-my warband 1 would like my leader t0 be 
equipped with 


weeping blades. 


Mn) 


Unfortunately, at 75 gold crowns, these are far t00 expensive 
to buy at the start, but by waiting and buying them in the 
trading phase of the game, L get them at the knockdown price 
of 45 gold crowns. In anticipation of buying these weeping 
blades (which come as a pair of poisoned swords) I will sta 
by equipping him with two swords at 20 gold crowns. Now 
all | have to do, when he is fortunate enough to find the 
blades, is to paint some suitable looking venom onto his 
swords. If | had equipped him with, say, throwing stars and 
spear, l would have had to assemble a completely new model 
to represent him when he acquired his weeping blades. 


At this point 1 should mention the “bits sprue’. This is a 
collection of just about all the necessary pieces of equipment 
your warhand will need. It has ropes, books, hand crossbows, 
pistols and throwing knives, all ready just to stick on a model 
and paint. Just make sure you leave a suitable place to attach 
the item. 


Having taken all the above into consideration, my starting 
warband is shown below 


ssembting 
One of the best things about the multipart plastic its that 
i 


are now being produced, is that they allow you t0 ast 
your figures in a multitude of dramatic poses. 1 was very 
pleased with the final look of Cunithroato my Assassin Adept 
he really looks like he knows how to use those swords. As 
wanted my leader to stand out from the other warriors in my 
warband, I decided he alone would have a cloak. 


a 


es 


pon 


Bea: ae 


ia 


Mae PA 


Quick oaks and tails do not always mix. Make sure 
when you attach the tail you also leave room for the cloak. It 
is also a good idea not to attach the cloak until the model is 
painted. It makes the painting a lot easier. 


I chose the body and legs with the robes to be my Warlock, 
a5 to me this looked the most ‘wizard-like’. By raising his left 
arm I have left roam to attach a warplock pistol to his belt 
when funds and fortune allow 


For my Verminkin 1 have mostly used parts from the Skaven 
Clanrat boxed set, although I have attached the slings fom 
the new Mordheim Skaven sprue and used clubs from some 
spare Skavenslaves, 


Painting 


How I paint Skaven can be found in an earlier edition of 
White Dwarf (#230) so I shall not repeat it here, The models 
formy Mordheim warband were painted in just the same way 
except the color scheme has been slightly changed. To 
represent Skaven from Clan Eshin 1 have chosen a black and 
brown color scheme. The only exception is the Warlock 
Magikarmi, He was painted in a diety crimson and brown 
scheme, to differentiate him from the other, not using 
members of the warband., 


One of the advantages of painting a warband with only a few 
figures is the time you can spend on each one. 1 suggest 
painting the models one at a time, as opposed to groups of 4 
Sas you would in a Warhammer army. It is also worthwhi 
spending a little more time than you would normally on 
getting your figures just right, Each figure must stand alone 
Those little blotches and splashes can’t be hidden in the 
massed ranks of a regiment 


The final consideration is the base. Don't make the mistake of 
painting your bases in the traditional green, Warhammer 
siyle. (made this mistake with my Necromunda gang and it 
looked terrible amongst the ). Mordheim 
Isset in the ruins of a city destroyed by an apocalyptic event 


and the 
should reflect this. As 
the warbands will be 
fighting in the ruined 
streets of Mordheim 1 
suggest bases painted 
to look like rubble ar 
the broken flagstones 
of the street. This was 
the effect | have used 


fon my models and is 
very easy 10 achieve, 

The paving stones are 
simply thick eard cut to 


glued onto 
the base, For the rubble 1 
just put some PVA glue 
onto the desired areas of the 
base and dipped the model 
into a mixture of fine sand and 
coarse grit. Once dry, 1 first 
painted the base with a thin wash of 
a Chaos Black/Bestial Brown mix 
Then picked out the stones in Codex 
Grey, highlighted by drybrushing 
with Elf grey. 


actly how you decide to model 
the bases of your warband will 

depend a grear deal on the type of terrain you will be fighting 
‘over and the color of your gaming board. But as has been 
mentioned many times, good bases can do wonders to yc 
figures’ appearances, so don't ignore them 


Now my warband is complete, itis time to enter the perilous 
streets of Mordheim and find that wyrdstone. Other warbands 
stand a chance. Remember ~ finding wyrdstone is what 
kaven do hest. The wyrdstone is mine, do you hear?! 


MINE, AL MINE! r 
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ADorPBeim ArcBitecture 


Bp Nic Savis 
Mordheim - a once proud city, now nothing but ruins and rubble. In the first of our features on 
Mordheim architecture, we take a look at the first sight greeting a newcomer to the City of the 
Damned - the Mordheim City Ruins within the boxed game itself... 
Nick: Well, I have finally managed to get my bands on the a: = 
fantastic Mordhe' Ruin. buildings along with the Painting pour plastics 
Mordhieim building sprues. Let's see what I can do with them, | rhe quickest 
Now as you may know I'spend a lot of my spare time building | re ZlGken 
wargaming scenery for my Lizardmen army (WD#232) and | ‘iuay to purtnt | 
WHAOK ruined settlement (WD#244) battlefields, This is all | Gir'the 


made out of cardboard, bits of polystyrene, plastic Gothic | ieces 
Ruins, garden wire, and sucky tape, all held together bya large | on tbe 

amount of PVA glue! Now Ihave the chance to build some pre- | Mondbeim \ 
Ct buildings that come with their own supports inthe form of | building 

the Mordheim building sprues. This should be fan, Sprues is 

Now the basic Mordheim ruins, once built, look great by | tye?” I 
themselves, but if you just add a few lle touches you can | ore 


make them hard we 


, durable-and that litle bit more ofan | sprue 


Ctra special terrain plete, The fist thing twill be doing with | Place 
ty budings, as with all my scenery ts busing them. This will | and then paint 
help proveet them from the knocks and unfortunate crunches | the pleces bile still on the sprue i 


that befall all wargaming scenery. Plus, I have taken a few little 
ideas from my Ruined article (WD#234) ~ I will be adding 
extra pieces of rubble and paving slabs ro the bases, so check 
‘out the hints and tips scattered around this article. 


Before you glue the pieces onto the card buildings, Just 
touch up the areas of chipped paint that are caused by 
‘cutting the pieces off the sprue. 


A word of advice though before you go ahead and glue 
your buildings together — test fic them first! You may a 
find that you need to do some extra trimming here Paving sfabs 
and there, with a modeling knife or scissors, to ensure 
4 snug fit with the plastic building eomponents, 


The paving slabs are 
‘made out of pieces of 
thin. cardboard from 
cereal packets, cul into 
220m squares 


Well I have a lot toda, sar here goes. 


Spruce rubble 


Here's a quick tip straight from Design Manager 
Alan Merrett, not glory-bogying GW Modelmaleer 
‘Mark Jones as we said in WD #234 (sorry Alan, 
be didn't tell us, honest!) Ifyou clip up the plastic 
frame pieces, tt makes great rubble, You can 
also keep amy 

interesting 

of plastic 

to ‘make broken 
support beams. 


These squares were then 
cut up and rearranged 
to give a broken look. 


‘Above: spare WHLAOK Gothe Ruin rubble phece fits in 
perfectly with the Mordheins spre rubble, 


Now erybrash the 

mitre base with 
Snattbive Leather, Go over 
the edges of the paving 
abs, be sprae rubble and 
ip the sides ofthe 
boiling. Dow’ woery too 
rch bout. hesping thie 
teat and id= Mondbelm 
teas fit by big role 30 
(ets gommg to be w Hele 
busty 


BuifPing and basing a MorBeim ruin 
Put together your card buildings by following the 
instructions tn the Getting Started leaflet. If you want your 
buildings to last longer, [suggest you glue the plastic pleces 
to the card buildings used PVA glue for this. also added 
abase for additional stability and because I wanted to add 
Some extra rubble to the model This is what I did. 


{iat cut your base to size Yo 
W ssont about 1102 em eee 

around te busing tell to belp 
rote from knocks 


or the base Fused thick cardboard 


10 finish off your base, glue a 
“Jnal drsbrusb of Bubonie Brown: 
gan go over the cues of the pains 


‘alled artbound, but corrugated 
‘andor well do just fine 1 then 

front. 1 covered ie base 

tit coarse test labs, the sprue rabble ind ip the 
hn ard wet the Sides ofthe builaing 

fs neler hase, Your building ts ry, 30 40 
sal pees of gravel. Do not “some games! 

Be the building 10 the base yet as 


‘ito ty tbe bt 
ting ect pate wt 
See re ee faa oe 
Bulting andthe base. Been and 


‘eben is seat ay? TE hepato 
painted ak as well | tb 
ise 
When tbe black paint ary yor fier a 
3 cam start anton yoeroe The toe ol 
Fost color Ive ant Codes Grey ppearance 


tui I drybrusbed over the sprue 
rable and paring slabs 

Putting the uh a sy wy ald 
‘tt ora teture t th  r 
Newt ie pot th pa 
Jar ea aed he se otf 
(onto inte Ten Ta 
Dra oe ie ess oe 
‘actor The pn a al 
‘imei ter deta. Ql 
‘mg a tn he rcs 

fret eng 


Brave and disciplined, the soldiers of Reikland are 

are well versed in the arts of war. Alessio Cavatore 

discusses how to assemble a warband of these loyal 
warriors and the tactics he uses in the ruins of Mordbeim. 


Irs hard to be a 
Human warrior in 
the Warhammer 
World. You will 
have to fac 

‘opponents that are 
physically superior 

like Beastmen, and 
supernatural creatures 
like the Undead, which 
attack your mind with 


lucky and don’t run into something thi 

ind scary, like the Possessed. Experienced 
Heroes may become a challenge for such monstrous foes, 
but at the start you will have to rely on your equipment to 
save the day 


Mercenaries have the widest and best selection of weapons 
especially missile weapons, This, in my opinion, is the 
answer: hit them from afar, before they can get their hands 
(claws, pincers, tentacles, whatever...) on you. 


When preparing a starting warband for a campaign, it i 
always best to begin by buying all the Heroes you can 


A wathind sestches the rin for the 
rare and valuable. wy/dstone 


Heroes are vital in a campaign, because they directly 
influence the number of dice you roll for exploration 
therefore the more Heroes you have, the more wyrdstone 
and treasures you will find. They are also useful in locating 
race items and special characters, they get a better selection 
of equipment and definitely make better use of their 
experience, developing new skills as well as improving their 
statistics. On top of all this, there is one more point that 
mikes them better than Henchmen in a campaign; they are 
much more resilient. The point is, you see, that a Henchmen 
who is ‘taken out’ will be permanently out of the campaign 
ona result of a 1 or 2, while a Hero will die only if you roll 
11 on the first dice of your D66. So a Hero has double a 
Henchman’s chance of survival, 


A Reiklander warband is the best choice if you want to take 

ge of the Mercenaries’ great choice of long-ranged 
‘weapons. Your Marksmen’s BS of 4 is quite impressive and 
will allow you to out-shoot any other starting warband, so 
buy all the Marksmen you can afford! I normally arm them 
with a mixture of crossbows and longbaws. If you have a 
good line of sight (from an elevated position is best), deploy 
your crossbows there and don’t move them too much. 
Longbow-armed models have the advantage of being able to. 
move and shoot, so I normally deploy them on ground level 
where they can'mo\ and get into better positions, 
reacting to the enemy's movement. 


With a bit of luck, your Marksmen will soon get to improve 
it BS to 5, and that will make a big difference! For the 
same reasons, employing an Elf Ranger is normally a 
good idea, because he will contribute to your hail of 
arrows and will also help you greatly in the 


2) An Extract from “The Fighting 
#2 Techniques of the Men- of Reikland. 


¢, By master tacticianwAlessio Cavatore. 


exploration phase. I really think this pointy-eared fellow is 
the most useful hired sword around. 


Anyway, having some shooting 

makes for a better game, in 

which tactics and movement 
are critical, If there is 
> shooting then many 

scenarios simply will end 

up with big combats 

in the 

the battlefield. 


ater of 


With 
Reiklanders, 
my. favorite 
technique is 


warband into two groups. The first consists of all 
the Marksmen I can afford, led by my Captain, They 
will deploy in elevated positions and stay at the 
back, moving as litte as possible and making good 
use of their missile weapons and their high 
Ballistic Skill. 


Under their covering fire, the second group will advance 
This group will be made of my hand-to-hand specialists, 
like my Champions, Youngbloods, and Swordsmen = | 
will call them the ‘fighters’. I normally use them to fulfill 
the victory conditions if the scenario involves searching 
or capturing an area. In a Skirmish or in any other 
scenario where victory is achieved by routing the enemy. 
Idon’t push the fighters too far away from my Marksmen. 
In this way the fighters will engage the enemy under the 
covering fire of the Marksmen and they can alsc 

ing Leadership of their Captain. With Reiland 

Captain's influence extends to 12" around him - double the 

normal range! 


Ifthe enemy is clever, his warriors will be advancing towards 
my warband staying hidden and using every inch of cover 
they can find, until they are in charge distance. And if my 
Marksmen are charged, I'm in trouble. They are not too good 

at close quarters 


Here Ihave two alternative tactics. The first one is to keep my 

fighters in front of my Marksmen, trying to flush the enemy out of 

cover, forcing them to come out to engage me, and as a result 
elves to my missile fire 


‘The second alternative is to keep the Marksmen in front, cause 
much damage as possible before they are charged and then 
countercharge with my second line. The advantage is that my 


ighters will get to charge and will stand a better chance of taking out 
their enemies, OF course if all my Marksmen have been butchered, it 
could be too late and 1 may have to take a Rout test 
nber, it is always a good idea to look for Holy Relics! 


| Painting 
pour modefs 


Here are a few hints and tips that should 
help you to put together and paint your 
Mordheim models. Of course, this isn’t an 
exhaustive list and we'll be bringing you 
even more painting ideas in coming issues. 


Preparing to paint 
Tp dan with you'll need to glue your models together. Before 
You fan acable them, youll bave to retnove the plastic 
Todels Rola toes frames with a modeling knife oF pair of 
Sloped Metaland plance miniatures ay uve mould Mee 
‘wich you should gently remove with a modeling knife or fle 
iro won tkingabitoe 
time prepaciag. your 
tminiarteet ae te ead 
result will cape Jeok 
fenerit you do. 


The undercoat 


Before you start painting you must give your model an 
undercoat. This is a thin coat of paint onto which you can 
‘easily apply your colors, Ifyou want your models to have lots 
of bright color it’s best to use a white undercoat and if you 
want fo use darker tones then use a black undercoat, The 
quickest and simplest way to undercoat a model is to use 
spray paint 


rs 


The Navin on the Vght was tndorcoated Black fit, When dark colors were 
ented on top, The Merny on te et was unevcaatod wie, which sults 
be brighter more lustrous color scheme 


GBPere to start 


Mordheim warbands are made up of warriors who flock to 
the city in search of wealth and glory, so your rag tag band of 
warriors are unlikely to be wearing uniforms. The models in 
your warband don't all have to be painted in exactly the same 
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‘way, so you can vary the color scheme on each model. 
instance you can paint your first model with red trousers, thy 
‘second with a red tunic, the third a red hat, ete. Next paint 
blue tunic on the first followed by blue’ trousers on thy 
‘second, and so on. This means that all your models 
appear to be from the same warband but their clothes 
ook less like a uniform, A great example of this is thy 
Reikland warband shown on the right, What looks to be 
fairly random color scheme is simply three colors painted a 
different areas of each model 


‘Top Tip: Thin Yown the paint 

If you use paint straight from the pot, it may obscure 
some of the detail on the model, so it’s a good idea to 
thin down your paint with a little water first, If the 
first coat doesn't cover the model completely, wait for 
it to dry and then paint on a second coat. 

Some gamers like to thin down their paint with a 
matching color ink, such as Red Ink for Blood Red, as 
this makes the original color brighter. 


Shading 

Many painters like to add extra depth to a painted model 
adding a bitof shading, One way to do this io paint the 

you've chosen a dark color, such as Vomit Brown, then 

a lighter tone of that 
color by mixing in some 
Skull White, Make sure 
you leave the original 
Uarker color showing i 
the recesses ofthe 
model, as the shading. 
Another way to add 
shading isto. wash over 
the color you've chosen 
with a suitable colored 
ink, such as Chestnut Ink 
cover Vermin Fur oF Flesh 
Ink over Bronzed Flesh 
‘The ink flows into the 
recesses of the miniature 
providing the shading. 


HiaGtighting 
peo: See eae 
areas of the model to bring out even more detail, Simply mi] 
See TaeDE ta pions agghcaeed od 
DTM Carer ctdoalios tic cose. kent re 
highlightis to drybrush the lighter color onto the model. Thi 
EEE ere oppone 


APPing tBe Yetail 
‘The final areas of the model to paint are the weapons, bls 
armor plates, and extra equipment such as lanteras and rope 

usually easier to pain 

and straps a dark color 
like Bestial Brown or Chaos 
Black, Altematively you could 
paint them a. contrasting 
color. Metallics such as. 
Mitheil Silver and. Boltgun 
Metal look best when painted 
‘ver a black undercoat, Metal 
objects can be made (0 
appear rusty by giving them a 
wash of Brown Ink, Highlight 
Boligun Metal with 
Chainmail or Mithril Silver to 
create keen rior edges. 10 
axes and blades, 


Th ur coale was patted with Snakebite Leather and shaded with Chestnut 
Ink Toe shaded fur ela asthe dry bree eb Volt Bros 


Srpbrushing 
Aquick way to paint textures and raised detail such 
as fur, beards, and bair is to drybrush them. Pick a 
lighter shade of the base color and wipe away most of 
ie paint on the brush onto a tissue, Then lightly brush 
‘over the area you want to highlight. The color in the 
brush will come off onto the raised detail. This leaves 
the darker color in the recesses, providing shading. 
The more you drybrush over the model, the lighter the 
‘model will look. You can also paint armor, weapons, 
cloth, faces, and bands in this way. 


Sitt and grime 

“fates in Mordheim are normally fought in dirty, burned out 
“huldings and muddy. streets, so. most warriors are usually 
“covered in a layer of grime and dirt. This means you don’t 
cualy need to be ton neat when painting your models ~ a 
lite roughness heips! Use Vermin Fur or Bestial Brown to 
Fipply streaks and splashes of mud to the boots and feet of 
Hyour troops, 


N 


‘Slant was pal er Chios Black to rake the metalwork on tee 
Sharer standout The tet on tbe rowing star were picked outwith Chatamnall 
uf na f Broun nk was edt rae tbe metal Kook rely rst 


Top Tip: SmootB inf washes 
Inks can sometimes dry tn a blotchy way, but if you add 
4a drop of dish washing liquid to your ink before painting 
Won, tt will low much better 


Bases 


Ifyou paint your warband's bases all the same way, it helps 10 
make them look more coherent on the battleground. The 
Simplest way to finish a base isto paint ita suitable color, such 
as Vermin Fur, Shadow Grey, or Chaos Black. Bases also look 
more impressive if they have some surfice texture. Gluing 
sand to the top of a base isa quick and easy way to do this but 
for Mordheim, cobblestones, and lagstones would look even 
more effective. For example, small blobs of modeling putty 
pressed onto the base make great stonework. If you are 
feeling adventurous you could use textured plasticard 
(@vailahle from model shops) or even wallpaper that has a 
suitable raised pattern on it Paint and drybrush the texture to 
really finish the bases off. Why not add extra detail ro the base 
such as prass, gravel, cats, skulls, etc? 


Choosing pour cofors 


Ifyou look through the different warbands shown in Town 
Cryer, you'll soon have lots of ideas for different color 
schemes, Feel free to mix and match any of the ideas you see. 
Remember, because you have only a few models to paint, you 
can really go to town on the detail! Experiment, take some 
chances and most importantly, have fun! 


Have I told you the4 
story of my first 
fe 2 battle? No? Great! 
)., Sit down then and 
eligi listen. It was two 
years ago. 1 was young then, andj 
stupid. I. had just come from 
Reikland with a couple of lads, 
our minds filled with stories ; 
about Mordheim. We were 
_ convinced that we would be” 
rich. A quick trip to the pe 

load up with hoards of 

wyrdstone, get out. How wrong 

we were! But let me tell you. J 

the whole story of my first !) @ 
venture into that city 

of nightmares... 


Well, when it came to choosing how to 
spend my 500 gold crowns, I was mainly 
influenced by one important factor ~ the 
models available. 


Normally you prepare your warband and 
then build the models, but in this case T 
had to adapt my warband to the models 
that the ‘Eavy Metal team had painted at 
the time. First, | picked my five Heroes 
Alessio Cavatore and then I started to look for Marksmen, 

Shooting really is the greatest strength of 
Ieiklanders and I think it's berter to build on your strengths 
than try to compensate for your weaknesses. Therefore 1 
made sure that every model with BS4 had a missile weapon, 
and I went aver the top on my Captain, whose equipment 
reached an impressive total cost of 120 crowns! The problem 
vas that the model was obviously wearing heavy armor and 


ished the design work on 

m figure, a Beastman, 1 
was asked by Paul Sawyer if 1 would like 
to fight a Mordheim ‘Skirmish’ scenario 
for a battle report in White Dwarf I 
would be using the Skaven, Alessio 
Cavatore the Reiklanders, and we would 
be fighting over the superb Studio 
Mordheim terrain. Well, who could refuse 
aan offer like that ~ time to put down my 
sculpting tools and pick up a Mordheim 
warband roster and pen. 


Matk Bedford 


Ihave played a few games of Mordheim before, while the 
ame was going through the rigors of playtesting, and I have 
recently put together a Skaven warband of my own, "The 
Black Shields, for the Studio Mordheim campaign, 


The first thing 1 did was to get together the Studio's 
Mordheim Skaven figures and try to come up with a strategy 
to fight against Alessio’s Reiklanders. The superbly painted 
Studio models included the plastic Skaven that you get in the 
fame, sculpted by Aly Morrison, and the fantastic metal 
Slaven, by Colin Dixon. In the end I went for a mix af meral 
and plastic models. You could quite easily make an entire 
warband from just the plastic Skaven, but the metal figures 
were far too tempting, 


Having sent out my Eshin spies, they returned with 
information on the enemy. Reiklanders are disciplined and 


The ReifCanders 


TBe Sfaven 


that’s really expensive, Having a 
helmet is great to avoid being 
stunned and taken out while you 
lie on the floor, while duelling 
pistols are simply awesome 
(better to buy them now when 
the warband is starting out, so 
that I don't have to roll to find 
them at the trading post). 


The plan for the fight is simple: 
stay back, find a good sniping 
position for my Marksmen and 
advance just enough to flush 
those rats out of cover and into 
the open, where I can (hopefully) 
shoot them to bits... may Sigmar 


Deswitl met Reiner Capin Lathor 


e 


ind are all greatly skilled at shooting, This is reflected 
in the special rules of testing on their Captain's Leadership 
within 12° rather than 6", and having +1 to their standard 
BS, With this in mind I went for q lity. [needed 
4 warband with more troops than the Reiklanders so they 
could soak up missile fire before taking a Rout test, using 
Skaven speed to get into combat quickly. If this worked, I 
could hopefully force Alessio's warband to take x Rout test 
early on in the game. 


My warband included an Assassin Adept with fighting claws, 
who could mix it up with the best of the Reiklanders. Next, 
two Black Skaven armed with flails (if these guys got into 
combat it would be messy!), 
then a couple of Night 
Runners and seven Verminkin 
armed with various weapons. 


Twould use the Verminkin as 
a bodyguard for my Adept 
and to take the brunt of the 
enemy fire, and use the high 
movement rate of the Skaven 
to close the gap. There would 
be no point trying to out 
shoot the —_ Reiklander 
warband — I wouldn't stand a 
chance, So that was my plan 
and I intended to stick to it 


(tetera | onting pce 
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Archer Karl 


* Klaus 


Crossbowmen 


depen. RK 


City of Nightmares 


*Kinwf 


a 


‘Slitas 


lelelateeniett 
Cet tereeetr rere 


ty of Nightmares 


Look at the sie of this chuok of 
swyristond” Exchimed young Fran 
“The ld man was ight this is a sch araf I tld you we could 
trust i” suid Klaus 
At thee words Lather burst into bughter “Yeah, sure I scem to remember you sying 
that it was all nonscrs. 
No; no, Captin 1 always thought the drunkards information was valuable I just sid that all those warnings about 
rat-men thit he used to spice up his stores were ridiculous” answered the young fighter 

you don't belive in. Skaven” Luther pase. filing that ist word with a sinister, menacing meaning Do you, Franz” 
In the dirk alleys of the city, the les about those evil denizens of the underground scemed much more ral than they did in oat of the taver’s 
Fireplice ~ hut the soldier could not show any sige of fear in Goat of his comndes, so he staightened up and replied. “Of course not! Everybody haw 
that those are all legends. les to scare children and superstitious off wom.” 
‘Secbhtukk 
The mais words were intiruped as a hare, steel throwing str Hew a few inches in front of his astonished face and stuck into the wooden wall of» 
ruined howe 
The Reiklandes turd. dewing their weapons, but all they saw was + dak, cloaked figure seutling away at Blinding speed and disppeating ito the 
studows 
"Did. did you sce that It ad a. 2.7 gasped Franz 
“Tal is the word” said Luther, grin-Ged, “and More take ae if it did't look exactly like 2 ra’ wil The only problem is that the rat was six fet ull 
armed and rather unfriendly... Get ready, men T think we have 


City of Nightmares 


Nikkiy) 


NS Skit iy 
Bick StabbasaX 


Skarpur Skratch 


Slitas 


City of Nightmares 


AutBor’s Sooters One 


‘Captain Luthor looked out across the ruins, trying to catch a glimpse of the Skaven scum. 
‘Ordering his men to move forward deeper into the ruins, he signalled the Marksmen to take 
up positions with good lines of sight. Luthor himself led his second in command, Hans 
Krieg, and the newest of his recruits, Franz, toward the nearest of the derelict houses 


With none of the Reiklanders able to see the Skaven, they were unable to fire upon them 
and their first turn ended rather quickly 


my brilliant plan 

to deploy all my archers 

and crosshowmen 

upper floor, so th 

pick their targets freely 
them cover as well, 

in case the Skaven started 

slings” 


Manffapers One 


Following the chittering 
commands of the 
Master Assassin Klawful, the Skaven prepared to close in of 
things as quickly as possible, The sooner the Skaves 
reached the humans, the better. Reiklanders were rightull 
feared for the accuracy and deadliness of their Marksmen. 


Klaywful himself advanced, protected by two of his Verminkin 
who he had promised to cut to shreds if they tried to doder 
any arrows. The Skaven leader and his bodyguards cit 
towards the bridge which connected the ruined building 
with a tall, blasted tower, 


Using every nook and cranny for cover, the rest of the Back 
Aci id Khor: nie Sones WRAP Moa rE Stabbas and Night Runner Nikkit, led by Black Skaven Skit 
made their way towards the Reiklanders in the middle. 


Black Skaven Skratch silently ran headlong towards the enemy, hidden from view by the langest of the ruins, The massive Skavew 
hhad set his eyes on the bowman hiding behind a ruined gate. Licking the spikes of his wicked flail, the Skaven made certain thal 
any wounds he caused would become infected 


Meanwhile on the left, the Slitas, eager to get into range 
with their slings, headed towards the Reiklanders who 
held positions in the temple ruins above, 


ager orate treagh xe 


Kloeal aed ie Bodyguid crep thragh the doit buldig 
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AutBor's Looters Tio 


Seeing that he was outnumbered, Luthor told his men 
to seek cover and get ready to greet the Skaven with a 
hnil of arrows and crossbow bolts. 


Gaptain Luthor himself, followed by the Champion 
Hans and Youngblood Franz, took cover in a ruined 
fown house. Reading the anxiety and fear in the 
Joungster’s eyes, Luthor decided to give the hoy a bit of 
encouragement. “Watch me and learn," said Luthor, 
frinning at the trembling youngster, “And if you are 
hacd pressed, just throw them a bit of cheese ~ they'll 
forget all about you in an instant!” Gripping his spear 
lightly, the Youngblood smiled weakly and nodded. 


lela wach over the Rekandere they uke 


We took cover in the 
ruins of an old town 
house, and that was 
when we saw the Skaven 
up close for the first 
time 


Death to the ttespasser 


‘Ske, Nk aed the Mick Subs sal foward the Hela 


The Marksmen took up positions in cover, taking higher 
ground where possible 10 get a clear line of sight to the 
enemy with their bows and crossbows, At the end of the turn 
the Reiklanders were in excellent positions 1 snipe at the 
advancing Skaven. Now it remained to be seen if that would 
be enough to stop them. 


‘One of the Marksmen drew a bead to a Skaven, and fired at 
the distant Night Runner, Skarpur, ‘The bolt hit its target, 
but it had lost most of its force, and only knocked down 
the Skaven 


The Marksman standing near the carousel of skeletal horses 
whispered a prayer to Sigmar, and took aim at one of the 
Skaven shielding Klawful. His aim was true, and the pitifully 
shricking Skaven fell, skewered by an arrow through its thigh, 
Scornfully Klawful trampled and kicked the fall 

Skaven, disgusted that it had only stopped one 

arrow before going down. 


Nightmares 


Manflapers Two 


At the beginning of the urn, 

slightly embarrassed Skarpur 
clambered to his feet, and climbed 
up the makeshift ladder to gain a 
better vantage point. 


Skratch, continuing his relentle: 
advance, dashed behind a corner of 
the building. Soon the massi 
Skaven would be in position to 
ack the hated man-things. 


The great mass of Verminkin, led by 
Black Skaven  Skritt, scuttled 
forward in the center, taking 
shelter in the shattered ruin in the 
middle of the table. 


‘lawful and his remaining Verminkin 

jumped down a level in the ruined 

building, and headed towards Captain 

Luthor and his two men, Klawful felt 

confident. In the hidden arena of the 

Clan Eshin in Cathay he had defeated six 

armed slaves in one combat. With fighting claws on he 
knew he had no equal 


Meanwhile on the Skaven left, the wily slingers of the 
Slitas henchman group ducked into the cover of a ruined 
building, and advanced stealthily towards the bowmen 
sheltering in the ruins above. One of the Slitas slingers 
sent nwo stones towards the howman hiding behind the 
statue, but the shots clattered against the gruesome 
sculpture and bounced off harmlessly. The other slinger 
moved closer to the humans, in hope of getting within 
short range for his weapon (slings can shoot twice per 


“I have to hand it to the 
Skaven scum ~ they know how 
to attack, They used every 
possible scrap of cover, and 
closed in on my lads as quickly 
as they could.” 


bad 


SutBor's Sooters Three 


Captain Luthor, followed by Hans and Franz, hurried up a 
adder to stop the advance of Klawful. “Now is our chance, 
boy.” said Luthor to the Youngblood and pointed at Klavful, 
See that rat prancing around with iron claws? I bet he's the 
leader, if we take him out, the rest will run! 


Aver assessing the b 
‘apain’s position 
Marksman on the 


lefield situation, Karl ran toward his 
hile ordering Klaus to go and back up the 
far side of the temple. 


eo Mlb aT, 


“That young Franz 
was a brave lad, 
facing off against 
the Skaven leader 
like that.” 


There is no salvation 


SF camber up the dere gina Boer view of the Reade” pouons 


Luthor drew his exquisite duelling pistol, and took aim at the 

erminkin shielding Klawful, but despite his skill with the 

weapon and the gun's excellent construction, the shot 
\l the lead bullet whizzed past the Skaven, 


The Marksman huddling behind the stare took a deep 
breath and aimed towards the ratmen. His aim was true, but 
the arrow only grazed the shoulder of a Skaven slinger. The 
other Marksmen fired no better, and actually failed to hit a 
single Skaven! Alessio shook his head in disbelief; his much 
vaunted Marksmen, the pride of Reikland, had let him down. 
Now the Skaven were getting dangerously close. 


Frasers himself for the oacoming Skaen stock 
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City of Nightmares 


AManflapers TBree 


Bounding forward with incredible speed, Klawful 
the Assassin closed in on the hapless Youngblood 
Franz, eager to cut the human to shreds. Skritt and 
Nikki ran toward the Reiklander Captain and his 
companions, ready to attack next turn, 


Meanwhile, below, Black Skaven Skritt ran up the 
ladder, ready to smash the life from the Mercenary 
Captain with his fearsome flail, Behind him the 
Verminkin fanned out, taking cover where they 
could, heading towards the scattered Reiklander 
Marksmen all around the table 


‘Once in range, the Slita stingers let fly with their 

slingshots, and one of the missiles hit a bowman 

hiding behind the statue, He went down 
reaming, his ribs cracked by the stone. 


In the middle of the bridge, the Youngblood and 
Assassin met. Easily avoiding the clumsy thrust of Franz’s spear, Klawful 
jumped high into the air and descended with a hail of blows, his fighting 
claws glinting in the darkness. “You are mine-mine!” skittered the 
Assassin, The Youngblood stood his ground on the bridge for a moment, 
and then, with dozens of cuts eriss-crossing his chest, he fell down to the 
street helow, flailing his arms miserably. Klawful tumed his glance 
towards the remaining man-things, and took up a fighting stance. 


From the sty af inet, the crows selects hie ae get Fane i ken oot and Gls (om the walkeay 10 the for blo 


Author's Sooters eour 


Shouting a warning, Champion Hans, his halberd raised high, charged the Black Skaven who was about to attack the Reiklande 
Captain from behind, 


Fearing that the approaching Skaven would overrun the Reiklander positions, Youngblood Klaus moved to lend support tothe 
Marksmen, hard-pressed as they were by the Skaven slingers. The Champion Karl ran into the melee raging around the buildin 
where his Captain was. 


All the Marksmen of the warband shot at the fast-closing Skaven, but not a single arrow hit. Luthor muttered 
something about cutting the wages of his men if their accuracy did not improve. Determined to show 
his incompetent men how it should be done, Luthor drew his duelling pistol, and took careful aim at the 
approaching Klnwful 


0 ee nenentinia tenia 


36 


Fire from above 


‘he Reiklander Captain’s lead shot struck home with 
savage force and Klawful was duly pitched from the 
bnidge into the streets below. (At this point Alessio had 
rolled 6 to hit and 6 to wound, which meant he had 
8 critical hit. A further roll of 6 meant he had 
‘caused 2 Wounds with no armor saves allowed) 


ln the hand-to-hand combat phase, Champion Hans, 
brought his halberd down on the Black Skaven. Skritt 
itied to dodge, but the heavy blade struck him on the 
chest, stunning him, 


= a 


Manflayers four 


Grouning, the Black Skaven Skritt s 
his senses, and rolled over, but the Champion Hans 
was poised above him, ready to take him out with 
his halberd, 


Seeing the Assassin shot down, and his mind filled 
with visions of taking over the Wwarband, one of the 
Yeminkin of the Cuttas charged Captain Luthor, 


Skratch saw his chance and with a hounding leap he 
arged the Marksman huddling behind the ruined n bt set 4 
gateway. Now was time to exact vengeance for all those = lit vias 
‘Alter shooting down the Slaves ler, Lathor reds hill for comb 


arrows the man had shot towards him. 


Night Runner Nikkit raced ahead of the Verminkin, 
and drawing his sword he prepared to take on the swordarmed Champion Klaus, who had interposed himself between his 
lkader and the approaching Skaven, 


Night Runner Skarpur did not fare as well. Trying to impress his fellow Skaven he jumped down from the bridge, only to stumble 
and fall, managing to stun himself, much to the amusement of his fellow Skavei 


lin the hand-to-hand combat phase, Hans hacked at the fallen Skritt 
With his halberd, taking the Skayen out of the game (a warrior 
tucking an opponent who is knocked down only needs to wound 


Always 
his opponent in order to take him out), 


where the enemy is. 
Sometimes you forget and the 
ext thing you know you're 
bleeding all over the place” 


‘Skratch seeks up on the Markeman fom Behind and 


Meanwhile Luthor parried the clumsy blow of the Verminkin, and 
attacked, duelling pistol blazing. It was to no avail however, as Luthor 
completely missed his opponent. 


The combat between Skratch and the Marksman did not last as long. The 
Skaven’s whirling flail drew a blurred arc in the ais, and before the 
hapless Marksman hada chance to react, it hit him full in the face. The 
Keiklandler went down, his face covered in blood, with the Black Skaven 
standing triumphantly over him, spinning his weapon in the air. 


City of Nightmares 


AutBor's Looters sive 


‘The Champion Hans, having finished the 
Black Skaven Skritt, fearlessly jumped 
from the bridge to help his struggling 
companion Karl 


Klaus moved back towards the closing 
Skaven, but despite his eagerness he was 
nor close enough to attack, 


‘The Marksmen let loose once again. The 
first bowman managed to hit one of the 
Slitas, but failed to wound. However his 
companion shot dead the Black Skaven 
Skratch who had taken down a 
Grossbowman in the previous turn. 


Screaming the battlecry of Reikland, Hans 
made a successful diving charge (Alessio 
made his Initiative test, and gained +1 
Strength and +1 to hit for this turn). The 
pole of his halherd struck hard as he 
descended, and the Skaven was knocked 
down, Klaus and the Verminkin were more 
equally marched. Both of them managed to 
hit their opponent, only to have their 
blows parried. 


“The Gghting around the derelict town hows becomes even more Saati 


‘On the bridge the Verminkin and Captain 
Luthor continued their struggle. Despite the best efforts of both 
warriors, neither side managed to even hit their opponent. 
Sweating, each warrior sought to find an opening in the defense 
of his opponent, and they circled each other warily. 


In the big melee under the bridge where Luthor and the 
Verminkin fought, things were going the way of the Reiklanders 
for the moment - the fight was now berween Hans, Klaus, and 
Night Runner Nikkit. But the sword-armed Vermin were closing 
in fast 


line readies himll t0 face » Skaven warrior in vicious close combt 


Manflapers xive 


All over the battlefield, the last of the Verminkin raced W 
join the melee. One of the Verminkin drew his curved blaie 
and crashed through a rotten windowframe to change Hans 
Krieg, who was desperately fending off another Skaven, 


‘The Slitas slingers, now in ideal range for their weapon 
sent four stones at the bowman standing by the skeled! 
carousel. One of them hit the poor man full in the face and 
took him out of the game 


In the battle between Champion Hans and the Nigh 

Runner, and Verminkin, Hans was struck by a sword and 

‘Onc of the Slits singers mates through the buildings knocked down, leaving Karl to face the Skaven alone. Hs 
ruins to get ia close coongh Fe ue hie weap 


Darkness descends 


‘The Skea Backstabbas close in on the Reiklanders 
AutBor’s Looters Sig 


Alessio began his sixth turn by taking his Rout test, which he proceeded to fail. 


top of his lungs. Dragging their wounded with them, the Reiklanders fled, leaving this section af Mordheim for 
aaven to plunder. The skirmish was over 


PER 

“Tve never forgotten that Skaven on the 
bridge. No matter how hard I tried, I 
just couldn't land a single blow. I'm sure 
he must haye become the leader amongst 

his murderous kin, if he was not 

poisoned, stabbed from behind, or 
strangled by one of his rivals. In the end, 
it/ was better to retreat while my warband was more 
of less intact. Forget pride in Mordheim, boy. The 


streets are strewn with the corpses of proud men.” 


f the Damoed 


2 Counting tBe Cost 


Gyiz ¢ playing a campaign paz Franz, who had faced Klawful, had been takes 
% ag me of Mordheim is not over out. He suffered a leg injury which would 
‘ Bite ene nae ieulsoni hs ied kevin et eon 
4 find our'what long-term injuries your ‘ 
peisiece see aioe ca Thott 


have gained enough experience to warrant 
an advance in their characteristics or a new 
skill, and finally you determine what the 
warbands find in the ruins of Mordheim, : 


‘The first thing to work out was what injuries the 
* @~ warbands had suffered. Any warrior who iss 
taken out Injury table to 
_> see the extent of damage he has suffered, In the! 
case of Heroes a player must roll D66, and 1 tino joel 
Consult a table which tells whether they’ have 


suffered a serious injury. are dead or have With Henchmen, things are simpler. Simply ral 
luckily survived without scratch. D6 for each one taken our of action, and on 
“roll of 1-2, they are either dead, criticalh 


wounded, or fed up with the warband and 
leave. As it turned out, all of Alessio’s met 
survived without an injury, and only one of 
Mark's Verminkin was lost 


Only one of Alessio's Champions, Hans, had 
1 =~ eamed enough experience 10 g 
Alessio rolled 11, which meant that his 
Champion had gained a skill, After muci 
deliberation, Alessio chose the Crushing Blox 
skill for his Champion, giving him +1 Streng! 

in close combat. 


9B then it was time to explore the city: This mean 
that each player could roll a D6 for each of hs 
heroes that survived the battle and was ni 
* taken out. Only one of Mark's Heroes had 
Dita deo 10 be mde survived, but as winner of the game, Marks 
Skaven were allowed to roll an extra dice. Eve 
ght Runner Nikki sled homnible so the Skiven only managed t find one sit 
{of wyrdstone! 


Mark's Ni 
scars, and would cause Fear from now on, and 
his Black Skaven Skritt had been hit in the head 
rather hard — from now on this Skaven would be The Reiklanders fared better. Alessio still ha! 
affociedl By rena The ether Bick Steven had four of his heroes at the end of the game, which 
Satiecedtalttaad injiic which MOURA irestiies HEM ‘meant that he could roll four dice. He rolled 2 
WS, by 1. Klawful himself escaped withc 2. 2, and 3, which meant that he found 2 shards 
aaihnen {of wyrdstone ~ but this was not all, Any time you 


a roll doubles, triples, ete., in the exploration 

= gD Alessio hadl found a ruined smithy, and after 

Pes (Ee ce aloe ea 

iyi oe. fubble, Even though be had lost the game 
= Doar gigi aunty einen mete 


the battle! 


Si aD %! 


“SutBor’s consofation...” 


comic. 1 particularly loved®* 


his broken body fell frotht 


stant ha lng pola the Dackcad ASAE 
Bh Fan ates incising ter bee. aem 
ae erennen tanks clones eae 


Alessio Cavatore 


Lalso liked the diving charge of my deadly) = 
Champion Hans, but that wasn’t as good as thé 
perfect sneak attack performed by the flaiLarmed 
back Skav ast my crosshowman. 

blow! That triggered an amusing chain re: 
with my archer avenging his comrade and taking 
out the Black Skaven, only to be hit in the face by 
adeadly slingshot. At that point it would have been 
great to eliminate the slinger, but the game ended 
and it was time to determine the outcome. 


| found two shards of wyrdstone and 
abandoned smithy (and among the serap_ me 
there were two halberds in perfect condition! 
and also gained a lot of experience (and a new skill: 

for my Champion}. ‘The only drawhack was that 
the Youngblood who fell from the bridge obviously 
broke his leg very badly and from now on wil 
move about as fast as a Dwarf! 


Pity, but the overall result saw my warband quite 
improved by the tough experience of this fight. Not 
too bad for a lost game, but th: f the best 
points in Mordheim — often, even if you lose, you 
nd up 


f Nightmares 


“Sarpstone mine mine” 


What a great a 
the RelMianders canal 

irom the batch to 
tend their wounds, the 9%, 4 
bale hada line Omg) 
Seite Umeda 

pel hgrs enn 
ne ihc ay teat 
Sencar 
har ihing1o-bese ase 


My Assassin Adept, wang 


ereagey wolaer chee 
wat the enemy ne dapat the Noun FP 
Mi the bridge ti cue) only to be lenis Sere 
wullcrable potion oth ll the eneeny's indore 
trained on him. With areas of terrain that restrict ® 
Fo beaded oo wo roeven ero okt beg 

filed to take our the Youngblood, oc even tse 
ot himself led then ey cpt woul sll a 

Pee anor at by the Welbignd Copia Oncor ie 
Teikiandlers weld not have been taken cand | 
Teruel are gine ee exprctonce pon 


Mark Bedford 


rocks from my Verminkin slinger (what gots. (A 
pund comes around, ch?) Wa 


After the battle, we rolled to see if our warbandg, 
had pane any new sl, what ius had Doo 
received and the number of wyrdstone shards 
had been found, Even though 1 won the 
Alessio found more wyrdstone 
experience and even found 2 smithy ~ so no one 
went home disappointed! 


Rat Ogre 
re them, 


Fear not, for the Sisters of Sigmar survive. At this very 
moment our High Matriarch, Bertha Bestraufrung is 
organizing our Sisters so that they may cleanse our beloved 
city of the foul followers of dark gods 


SIGMAR IS STILL WITH US! 


FINEST HALFLING 
COOK SOUGHT 


Lord Smythe is looking 10 
employ a Halfling Cook for 
appetizers during his journey 
through the wastes of 
Mordhcim, Culinary trials 
will be held at the Headless 
Hog tavern on Backertag, 


Madam Archeossi 
Reader of the mystical 
Tarot. Speaker with the 
dead, Mest-me when 
Morslich is full, at the 
sign of the Fish 


YE BOOK SALE 


Captain Kurt Whitebeard of 
the Middenhcim warband the 
White Wolves offers you the 
chance to own a unique 
collection of tomes, 
manuscripts and hooks 

Come visit our stall at 
Griffon Gate. 


SEEKING 
EMPLOYMENT esd 


‘One Eyed Teddy M’grue, ex- 
pit fighter, looking for work. cont 
Highly experienced. Own Sylvanian Merchant requires 


weapons. Anything considered, coffin for family bereavement. 
Contact me behind the Red Must be durable and made of 
Wolf tavern the finest rosewood 

Contact Boris Badenov at the 
Ton of the Red Moon. 


SCRIBE REQUIRED 

Needed to record the ‘BLACK ARROW 
ej osha ianicr | Marksman of the 
arrival in Mordheim. highest quality. 


The ability to use a 


sword and pen an advantage —~ 


FOR SALE ‘One shot ~ one kill 


Lodged at the 
OR TRADE Red Wall ‘ore 


Johana’s Emporium has 


the following goods for 


sale or trade, URGENTLY 
Large iron kettle, big sword, NEEDED 

Dwarf blunderbuss, glass eye 

pike, rusty axe, cod, pick, The Inn of the Red Moon 
favil, jewelled dagger. lucky requires an inflatable Pig's 
charm, bucket, and spede Bladder for recreational sport 


‘Why not call in at ye olde 


YOUREND IS 
UPON YOU! 


Your pitiful lives are at an 
end. Mordheim is but the 
first 0 suffer at our wil, 
Soon more of your so called 
Great Cities of the West 
shall fall, The weak Princes 
‘of your pitiful Empire are 1 
match against the awesome 
power of our Lords. 


Eee 


OBITUARIES 


Eric Leferve. Killed by 2 Hoge 
Rock from the heavens 


Kurt Witheim. loyal friend and 
henchman, Will be greatly 
missed by the lids of the White 
‘Wolves warkand, 


Artura Martini, Wasnt afraid of 
heights. Should have been 


Margeritte Marcoussis of the 
Sisterhood. Split in two by 2 
Dwarf Axe 


Ludwig von Hausen, formally ol 
"The Arisen Died from blood 
poisoning 

Eva Lichermann, Killed by fli 
masonry, 


Unidentified Skaven corpse foul 
by Luthor's Looters in the ruin. 


Count Gruber welcomes his ae 
henchman Kust Wilheim t0 
his retinue 


gate Keepers cottage 


‘The Heralds of 
Free Trade’ 


FOR HIRE 


Mandsed the Jester, 10 years 
experience. Expert Juggler. 
Trickster, Joke Teller, and 
Tracker, Registered at the 
Fools Guild 


secking new Henchmen, 
Good rates of pay. 


Trials to be held at the 
Lord Forte Royal Tavern 
oon Bezahltag 


warband from the fair city state 
cof Maricaburg. are currently 


WARRIOR 


. 


Warhammer Warriors is the new, fast-paced action game, by none other than Rick 
Priestley! We freed Rick from the clutches of the Black Library to have a chat with 
him about his latest brain-child... OK Rick, what's it all about? 


Warrice hooks 


With thts ofccunse 
ttle game, but itis 
4 game which has na dice 


cach battle lasts between 
ten and twenty minutes! In 
the game 
one of 


Warhammer 40,000, 


hated foes 
resolved 


action is played out turn by 
turn, with coo! illustrations 
showing each player what 
is happening 


fight goes on 
choose to 

you get wo be 
the heroes of 
and enemy being hit 


evar jute at Ina 
Everwthing is 
using just the 


and the 


shoot 
opponent, with a bit of luck 
you'll see a picture of your 


of you firing 


Keep that up for a few turns 
and you'll soon have a very 
dead opponent! OF course 
he will be trying very hard 10 


and he'll 


EXAMPLE OF PLAY 


A JERE ve CAP: Leite omer er emery nee br fo a 
‘chosen action), ‘up number 20 on the grid. This tls Leonatos to turn to 

“oe aspeerbalt al (his own action) on the combat grid. page 19. 

In the very first turn of any battle both si —, Cursos! Ho 

players must choose to either Move or ‘s0es Kal 

Shoot. distracting him 

Ka: Mor ctudying hie charactor sheet, ene 

Kal chooses a Move action, and goes for tesvileassed 

Blur, number 20 Lath lyre 

Leseeton: Typically, Leonsios chooses — — ey 

the direct approach and Shoots his bott a3 sme, without 

pistol, hinber 21 ‘This tells Kal to turn to page 27, where he rating Kall 


Once both players are ready they 
simultaneously call out their 
action and its number 


‘att: Blatt, 20° 


Leo: ‘Shoot, 21 


‘sees Leonatos firing his bolt pistol. Gulp, 

Leonatos nas 

got a shot in! 

Sse] But has he hit 

6 | Kal, or oie 

=| Kals Blut 
work? 


Meanwhile 
Leonatos turns 


A keen | to pane 20 
SS kate action 


Results: Ine players now read out tne 
results box to each other teling them 
what choice of actions they each have 
rent turn, Because Kal successfully 
buffed Leonatos, he hears ‘Feeling lucky 
punk? You can Attack, Defend, Move or 
Shoot’ — Kal has te fll ist of ations to 
choose from next turn! Leonatos 
cannot shoot next tur as he 


however. 


PLAYING 


THE GAME 


Rach Warrior book has two 
main components ~ the book 
itself and a character sheet 
The book tells you about the 
wamior, and shows what he 
can doin geaphie battle 
petures The character sh 
Hist all the moves your warrior 
can_make 


as Kal 


Not all warriors 
ne lst of actlons oF 


‘unique fighting style, and what 
works for one character is not 
‘necessarily good for another 
al Jenico, for example, 1» a 


slippery customer, but 


cach 


Moving. 


put on the oor if you 
‘ean pin hien down. Leonstos is 
as hard as nails but not as agile 
You'll soon see that 
Wachammer Warriors is easy t 
play, but tricky to master? 
At the start of a new game, the 
first thing you dois swap 
‘opponent, whilst keeping your 
are playing Kal and your foe Is 
eonatos, you will be looking 
at what horrors you are doing 


What follows 
‘complicated. but once vou wet 
the hang of i is easy ~ each 
tum is resolved by calling out a 
‘umber, and turning a few 


pages 10 see 
tum, the 

simultaneously 

sequence 

1. Choose an action 

ich plaver chooses a single 

action from his character sheet 


Shooting. You will see that 
action has a page number 


books with your 


sheer Se yet 


might 


chat happens! In 
players 
follow this 


pesel perth 


page numbers, 


Defending. oF in the be 


call out their actions and their 


2. Turn the page 
1k you are 

you now flick to the page that 

your opponent called out 


( WARHAMMER WARRIORS DIAGRAM 


PAGE NUMBER 


RANDOM SYMBOL: 
only used in the 
advanced game. 


COMBAT GRID: 
fo compare your 

action against 
{your opponent's 


RESULT: 
including any 
wounds inflicted. 


‘opponent is doing 


_Z, RESULT BOK 
fo road out your 
‘opponent ~ this tls 

‘him what he can 


do next tun. 


When you have both decided 
what you want to do, both 


ni. 


TURN 2 
Remember, this tum, Kal 
~ ean choose from 
‘any action, whilst 
Leonatos cannot shoot 
Kal: Looking at his 
character sheet Kal 
chooses to Attack, calling 
“Sabre Thrust, 2° 
Leonatos: Chooses to Move, calling 
‘Charge, 197. 
‘Action: Kal turns to page 19, looks up 2, 
which tells him to turn to page 1. Turning 
to page 1. Kal sees he fas scored a hit ~ 


Leonatos taheo 4 
wound! Huzzah! 
‘Spoed and 

| agility win 

| every time! 

| | Meanie 

| Leonatos turns to 
| page 2 ang tooks 
248 up 19, which tlis 
him to turn to 
poge §. There, he aces Kal Jerico making 

a deadly Sabre Thrust. Drat! Kar's just 

100 slippery by far ~ he won't be 

smiling when my chainsword rips his 

head off in a minute! 


Results: Kal tells Leonatos he can Defend 
‘oe Mowe next turn Leonates reads out his 
fesults box, telling Kal he can Attack, 
Defend, or Move next turn, 

TIME QUT 1 OK wl break trae thes 
‘example here just to comment on the 
action so far. Things haven't started 
very well for Captain Leonatos. Firstly, 


ho wacted 4 
of his 3 Bolt 
Pistol shots, 
missing Kal 
completely. 
Then he 
tried to 
Charge and 
got hit by a 
‘Sabre 
Thiust, taking @ wound. 1e started with 
7 wounds, now he has 6 left 


For Kal, everything's rosy! His blutt 
fooled Leonaios into wasting a shot 
and then he managed to close and 
stab the Space Marine with his sabre! 
Now Leonatoe Js on the dalaneive, ha 
ccan only Defend ar Move, whist Kal 
‘can Attack, Defend, or Move. Kal must 
now choose whether to press his 
advantage and keep attacking or ty 
something more cratty, perhaps 
backing off to shoot with his laspisto 


WARRIORS 


WIN BONUS 


4 
tu 


Let BATTLE CoMmMENCE 


. 
bs 


Owiy $3.95 U.S. Eacn 


- Onty $6.00 CAN. Eacu. 


BS 
Ad | 
= 
2) 
= 
mf 


ied is ucilizing his 5 
ld che army he li 


farseers, even by Eldar 
standards, are considered 


reac of ate 


tn As payers 
hey have tew equal 
war leaders they are 
lncomparable 


Eldar Shining Spear Exarch 


Designed hy Gary Morey & Jes Good 


The Shining Spear Exarch ts 
also released this month, 
The combination of fs 


addrion to any Shining 
Spear squad 


sar Exar 


\ =e] y\4 


ORK ODOBOYZ 


Ork Speci 


ists in Warhammer 40,000 


By Andy Chambers 


Ork Ouubuye are inuividuals with am aff 

‘ q is with an affinity for @ particular fleld of expertise, Ork 

indus fo fil val oles witin tet salty. Hekboye ae good with machinery, Slavers keep the, 
line whilst Mad Doks deal with the, er, medical side. Here for your edification and entertainment 


is the lowdown an Ork Qddhays 


Appel: VIL 
Genseman Prime 

DESTINATION: Mars 

DALE: S7s1007 M44 

‘TELEPATHIC DUCT: 


Astropath-temiaus Metron 


REF; ‘AdMech/O11S42005/GW 


AUTHOR. 
TITLE: 
THOUGHT FOR THE DAY: 


“Koow thy fox 


‘Cenetor-Msior Lukas Aasion 
Chapter XVIIE: Specific observed tnits and skills of knows Urk caste members 


Lene nn eet 


Sirs, [hive completed these roports a» an addedaen to my previous 
extn on genetic predctcrmination evidenced by the Orkaid races 
Where posible I hive axed direct observation, with additional five 


bscrvtion and exotopies of captored specimens vo catblish the 
Tercity of the information this epoct contains. However. is many 
Tastances [hive been forced to wse archive information to fll 
4 fuller pitsre of the cnt spcific capabilities and activities, and 
‘Shete this is the case such information hes been annotated 
dccotding to source 


Within the Orkoid species. some 97% of the dominant ‘Ors’ are 
"A fraction of the watt caste ~ some 


spurte caste which incorporstes 

fords or “Warbosses’}) The Nobr and Warbosses lead the Orks 

futile tell them where 10 camp and who to atuck. and im general 
‘Ore sociery 


yous other tasks which need attending 10 
‘within eves such 1 simple group dynamic Injured warriors need to 
Te removed from the futletild and repaired. nce wespoas sed + 
‘constint sepply of ammusition seeds to be manulactared. freshly 
captured slaves put to work, and 10 fo 
Sil sales da Ork society in which the warrior caste appears to 
five absolstely 0 intrest whatsoever 


“These ate esseatial tusks. 


However, cach sew generation of Orks inchides + proportion of 
fadinidusis who ate deeply, indeed obseaively interested in these 
Gotia As Ork warriow are onsble 10 thom how anyone could 
fied interest in, for example. regulasly beating ales or fixing 
damaged vehicle rather than fighting. they refer to these individuals 
fb alley As ted im ny peice tretinn. the trate of Oddboyt 
Sppasr to be gectcallycopieered into their gene-strand to core 
thie their society remains viable 


“This genetic programming is apparently far from consistent, = 
ifercat warbands and tribes contaia widely varying proportions of 
‘Oddboys, and some of the types are rare or completely absent a 
certaia reported Ork coclies 

Netw this informuton i planed (om combut reports othe Xs Kean 
peut Gund fyoncn ne Oct (ot AM/SSLISP/WI/OR3. 
careteioe al Hagar Mor Ythra witha the This secor(eL_ AM/S. 
HOSGXATT IN vod the dane of remus of she apc balk Soylt 
{ef ASL/TUSSS/POL/PLA) 


aS Sa 


ORKOID SUBSPECIES 
CASTE TYPE A: Ork Medics 


‘Orkus Anzion Butcherus 
(Collogually known a8 ‘Mad Doks. Bad Doks’, or ‘Puinboys) 


OVERVIEW. From » human perspective. the moet ightenig of 
Gtk Oddboys ae without dou the Med Dok Also known 
Bad Doks of Puiboy thse individals are the closest thing the 
Oks hive to medics or surgeons. They demonstrate « deep aad 
Cbiding interne fn pam, how statues of ll sore work, hot mane 
‘them function and, more interestingly 10.2 Mad Dok. what level 
of damige or privtion mukes them stop functioning 


Ihe satural ceduramc and somstiteion of Orke ie Iegradery they 
{eel litle pain {rom wounds and heal from any but ctppl 
inurics a2 an amazingly short period of time However ou 
Gucrestions indicate that only she most badly injured Orks would 
STllgly allow a Mad Dak anywhere near them. Most Orks waly 
Tod ap on “da slab’ (an Ork term for the rusty, steel work tle 
‘most Bad Doks strap thet victim/ptiats too) if they have bees 
adired weconesioor hy their wands of. with surprising {rquency. 
dn unexpected crack on the back of the head from the Mad Dok 
cr ne of his Grechin assistant 


(Dace che putzas han been rendered completely inseasble (or, a the 
DDoks fave Been Beard 40 sy, ‘nude homfortabe }, often by repeated 
‘ows or poisoeing, the Dok will st to work Shrapnel dog out 
foursiquets and buedages applied to stem Mecding, wounds ate 
GUN tached or stapled. shot, amputations (often wnnecestary 
ea) are performed When the Dok has sbilieed his psteat be 
ill start the srioes busiscas of Cigusing out whut experimental 
Frocedutes to try out, Mod Doks appear to experiment constatly 
nd even brains pith vorying bvele 

is subpct, tel. Biologis 
css can be gained 
Maleficoram). 


enticlly implanted desie o late anatomy im ¢ 
fist the parameters of the Mad Dok’s capabilities 


Mad Doks appear to be most interested in tenting sew bionic 
td pepbccments which are constracted with the asisuace of 
Ok Engineer (members of another caste. se Inter) Ork biotic 
Tike mom Ork artilcta tend towards the crude but cffective snd 
for those without 4 working kaowledge of Ork physiology. 1 
appestsicredible that an Ork can survive the implotation of 
sere which are commonly riveted onto flesh or bolted into bowe 
‘Gris have been obeerved 10 ase 4 vast range of Bionic replicon 
ports, more thin any other race baring oor own Drehren of she 
Mechani 


ic my and legs routinely incorporate cate 2pihen 


‘eespons, pressmably to compensate the 
for the inconvenience of she limb seiting up of behuving in + 
frado and uncontrolled fasion at times. Bionic eyes are often beilt 
Gor of gun sights or sensors scenged (rom the brlelicd The 
frnnicle of « Mod Dok’ effort i to crete functionl Cybork 
we vaholy tating of Ork and machine (ref fils 998-1002) 


APPEARANCE: Msd Doke sre commonly seca stripped to the 
erst. with blood-caked hands and wearing + filthy lather ot canvas 
“pron covered in Hloodstins and saul chuaks of visers. Some Mid 
Bola have lights and len-like vemstepins sapped tosh 
forchead (likely 2s 20 affectation copied (rom hema medial 
persone!) Mad Doks ae wsullyatmed with some form of seggs 
Cehesey postal of Ork design) and an amortment of ed 
ied commonly rusty) boncsrws. il Meaching raves 
syringes They ar wally accompanied by « small group! Gretchin 


lives. refered to af -orderies. carrying Bandages, extra scapes 


chisel, mallets, and v0 forth 


BATTLEFIELD ROLE: Mad Doks ave been observed 
the Wirbossc’ bodyguard. in battle. and repuiring 
hat they can reppin the fighting. A Mid Dok will 
ny Ok, but always with 49 ye 

"patents alter the baric 


ORKOID SUBSPECIES 
CASTE TYPE B: Ork Engineers 


Orkus Anzion Mechanicus 
(Gollgunly sown as “Mekboy?’ 
Spunaiboy?) 


‘Meluniahs’, “Meks’. of 


OVERVIEW: Any rice of wartiors, however sell-vufficieat and 
Base ar all Oris are) sill weds wespone, ommmasition. war 
machines sod 20 on. if they are sot going to fight their opponents 
th spear and rocks. 


It should be poted that Orks thre be 

Frimaive weaponry when out of sopplen — for caamples st 

mental histories of the Armageddon XXYXVIIIih tank regiment 

MTenras on Atmiyeddon aod the VIl Cxdisn regiment xt Hers 
on Ry, 


erted we Gghting ith 


G 


‘Mektboye ate the engineers and mechanics 
Maks feflect the energetic and persistent approach of hele ate 
Experiestition inqussiveness + refosal to be disheartened by 
felere sod most of all, 2 determination to kash the parte together 


‘ntl they fit, ae the Keys to the Mcks’ succes 


Meks are highly intuitive ingovaors rather thin mined wabsiions 
tnd as such they tead to work on instinct rather thin by following 


the ruins of some captarcd city 


Meks appest to prefer innovting and castomizing mechanisms in 
eign sodindvdaalc ways athe than cael plnsing imitinn 
wed eomnolled experiment, Indeed itis wmally the cas that a Mek 

wot produce exactly the same thing more thin once — 5° 2 
fortcoluly fective shoots might be built, but the Mek will have 
vides of bow to. reproduce it let alone render wt funcional fo» 
wece-munufacture This Jade to Ork warbseds being equipped with 


weildly varied sclection of weapons, vehicles, and wget 
\contomed aw Moke would soy. Everything hat a tendency 10, be 
enter’ built. It is also worthy of note thit a sumber of Ok 


drifcts appear incapable of maistsining their fonctions when sot 
thing operted by at Oth, or even more commosly, by the Mekboy 
Taarescered them. This i discused in more deal vader the beading 
vt ihe “Anrioe Theorem of Orkoid Meckamorphic Resonant 


Kinesice’ in. Chapter XIX 


Meks make usc of vast sumbers of slves ~ oth Grot and captive 
the fetching, carrying, snd ardooos tasks of 
vountrecton while they oversee the project m hand. Meks will make 

nom’ modifications often seemingly 
WSioedictory or nomensical to the outsider (cf contemons, of 
Aibetedprooners 10/8911 327123.A-Z) No, Mek is intrested in 
toss production of Henial teme ~ sch tedions activin ae et 
ae reece ras wi we fared te ennfacate goods 18 


Tribute for their Ork masters Sach tribute goods usally cad op 
fin the finds of the Mcks anyway, uace the watriots hive driven 
them to destruction and worn them cut with comms 

of maintenance. When such as item is brought for rept. its owser 
1 unlikely 0 seit in the same suite agin Io the comes of fixing 
, the Mcks will be unable to resist the urge to uke 4 few 
edilications sed Kev polo to ihe thing before giving Ht Dick 


APPEARANCE: Meks are compuratively easy to identify by 
their heavily cestomszed weaponry sed the wide selection of 
wrenches, spanner, sed other tools they carry. They ate often 
equipped with 2 backpack generator or fuel tusks for 1 cutting 
forch or welding kit. with ancadist weldisg mask ot goggles 
Meks may be accompanied by » gaggle of Gretchi ‘oilers alave~ 
‘asstnts eating exis tools, spare parts and devies which the 
Mek has salvaged. 


BATTLEFIELD ROLE: Mcix xccompaoy the Wicboses 
odyyuurd or occasionally lead groups of appreatice Mcbhoye 
anmed with burns (Ork-made cutting torches which double up m 
flamethsowers asd taed-to-hind weapons) Meks wil perlorm 
Batllicld sepics to vehicles and arly. snd Weed fie euppont 
thing their own Kustom weapons (18 a aide aote. combat reports 
of the XXlsv Koarar Imperial Guard Regiment indicate that a» 
amany of 10% of the Mekboy casualty were victims of xcidents 
Hed misliree from this vow vremlarged weaponry) After the 
Aighting is over Meks scour the butlticld and place their mark 
fn any wrecked vehicles or captured equipement that piqus their 
interes. Such pris are dustiembled liter and the Mck will 
ponder how they muy be resembled sod improved 


eee 


ORKOID SUBSPECIES 


CASTE TYPE C: Ork Slavemaster 
Orkus Anzion ressus 
{colloquially known as Slavers, ‘Whips’ or ‘Ruatherds)) 


OVERVIEW: Slaves form vital part of Orkoid society. They 
Harvest and prepare food. clean and service equipment, 
Manifsctore wespons nd ammunition. and have heen oherved 
bicing sed a “emergeocy rations’ when times are hard, Once 
rks have defeated all the warriors os 4 world, they take the 
Femuining population as slnves and force them to work, often 
simply letting them continue working in thei original tasks for 
‘ew masters. ‘Shivers’ are the small proportion of Orks wha 
are actually interested in beating slves with 2 porpose. aad 
Turning them into a yaluible commodity ax 4 work (nee Moet 
(Orks react wif off-hasd brutality 10 aay sort of defiance from 
Grors or conquered alins, Slvers appear to sce defiant slives 
as challenge to be ground dows of climiated 

Orks have + reputstion for inflicting terrible cruelty pon 
conquered peoples. My studies indicate that this in fact stems 
from the Ork’s natural hardiness rather than any conscious 
attempt at oppression. An Ork may beat a slave to deith ot 
allow them to die of starvation or thirst simply because he 


doesnt Know (ot care) that the sli is incapable of surviving 
the same punishoest a Ork can bear without complist or 
sisuress. 1 understand that ths es why Orks often refer to their 
sloves as “Raats, becaose to an Ork thas exactly what they 
are Slavers, on the other hand, understand the limitations of 
Grots and aliens all tan well Jedgiag trom the aceouets of 
excslaves, Shivers cvea attempt to. arn alicn languages a 

calture 20 that they can recognize how to push their subjects 
to the very limits of their endurance without Killing them. 


‘lovers keep their charges working until they ate ready to drop. 
they tain them to perlorm tsks with speed and agility (if not 
enthusiasm) and catch any that attempt to escape. They take 
eal delight m their work, which is not to imply that they are 
sadistic, only cruelly efficicat. The lish is applied only as 
fsecessary to get the work done and sot one jot mote 
Individuals which prove to be completely untamable are either 
Killed quickly or used in ghdistorial pit fighting if they're 
dangerous enough. Shivers sezm to have 2 patronizing affection 
for vie charges. To use a human analogy. Slvers appear to 
See themselves as harsh but fair pureats to wayward and often 
ungrateful children 


APPEARANCE: Shivers can be recognized by the hnode 
sgorales, or masks which cover ther faces and protect thee eyes 
(coe of the few truly vulnerable spots on an Ork) from being 
damaged by their charges. Loog robes are also commoaly worn 
With a variety of ropes, ooses. nets, whips, and munucles 
samned on 4 heary belt. They are often armed with a catchpole 

Jong pole with spring loaded jaws suitable for pinning down 
recakcittat lives. Many Slivers hive been observed’ wing 
specially trained beasts for Therdiog’ sliver and running dows 
those who attempt escape 


BATTLEFIELD ROLE: In battle Slavere keep enatral af mabe 
of armed Gretchia shies These are used to draw enemy fire, 
detonute minefields, and clear » path through difficult terrain 
for the watriors (aliens are normally viewed 1 too vilvable to 
‘aps canpon-fodder in this fashion) Icy also oversee the 
Gretchin crews of artillery batteries to make sure they maintain 
2 stady rate of fire and do not flee from their weapons during 
the battle 


is article wil inspire you to think a bit more about your Odcboyz. How you make them stand ou from the 
wore recap. ard Tow ou task ou he Gro asetsns hmm moe conreon Saves: Wee Kn ot wargar 
shoud hay have? you have Gadboys n your naoard, ow does hal ele he warget you choose forthe Nab 
and th Warbss? I you rave ll of Mots hen Kustom weapon and mega armor are he wat go you have Mad 
Boke then you might mano invest more ons, Even whl You cal you warger shoud ely fr ba 1 our 
Oddboy2 — ater all isn't it more fun for your Warhoss ta have Dok Hakbutcha's MK3 as ey rermatacel 7 
Krvshki's sooperdolux Distr Blasta isioad ofa pain and boring bonik arm or Kustom shooia? Take a look over he 


page for loads of cool Oddboyz conversions. 


. Oa| “Lie back 
an’ say 


cy! 


aaaargh!” 


Dok Thogfang 


TRCOUNTERS 
“And thus began my time amongst that hulking race of green-skinned brutes that are 
known as Ofks That I survived at all ss a muracle, for of all the seatient alien races 
I have had the misfortune to meet. the Orks are the most callous and unfecling 
Actually, uafeeling is the wrong term, for it implies a certain cool disdain, an 
altogether too intellectual trait for an Ork. No, rather than being uafecling the Orks 
lack any degree of empathy, that ability common to most intelligent creatures to 
understand another's suffering, Nowhere is this lack of empathy more apparent than 
amongst the practitioners of what passes for medicine amongst the Orks - the 
‘Oddboy2' known as Painboyz or Docs. 1 had the dubious pleasure of meeting one 
of the most ferocious and deranged of the followers of this ‘rt. a certain Ork known 
as Mad Doc Grotsnik. A terrible accident (which 1 was later to hear was brought 
about by a Dreadnought of his own creation) and subsequent surgery by his own 
Gretchin assistants had rendered Grotsnik quite mad, and prone to carrying out the 
most outlandish and extreme experiments on his unfortunate ‘patients. However. 2s 
Grotsnik was under the personal protection of Warlord Ghazghkhull Thrakka. none 
dared refuse him or harm him in any way. The first time I met Grotsnile he was in 
the middle of performing his infamous ‘Squig Brain Transplant’ on one such victim. 
I must admit I fainted dead away at the sight, but over the coming months I was to 
be hardened to the barbaric ways of the Orks, Nonetheless, it never ceased to amaze 
me that none of the Orks ever showed the slightest sympathy for the victims of 
Grotsniks surgery. and rather seemed to find the results 2 source of great amusement 
and hilarity.” 


Exsract (rom Ten Years of Green Hell 
or My Time Amongst the Orks' by Ieldan Soccra 


“You Munno "ow easy 
you gorvit. Dere’s plenny 
over runts ood hill for. 

a chance to get on dis 


chain gang. 
Nah MOUE ITI” 


Orglub da Slaver 


“Dis 1s a very, wery, spestril shoota, boss, Dis 
‘won't jus” hill your enemies, itll dissintygrate 
Yem - dey won't Suen beleft ac a greacy emear, 
dey won't even be Feft a5.a bad smelt, dey'll be 


blasted so far apart dat bits of ‘em will go 
round da universe an’ meet “emselves comin’ 
da uvuer way. Dis shoota is da best fing | ever 
built, it's veru, veru hilly, boss. Did Kehow ua 
da speshul barrel? Now jus’ look at da qualitee 
ott dat...” 


Meh Morgah makes his sales pifeh. 


AND 
THEY 
SHALL 
NOW © 


What better way to let everyone know about the limited 
edition Space Marine Captain than to hold a special 
Painting contest amongst our Staff! 


“Dirty” Steve eee 
Ty Finocchiaro 


osetia Dark Angel 


Dan Sprietzer 
* Blood Angel 


Jeff Smith 


Space Walt Se 
‘ 
a 


Shawn Chavis q * 
Fallen Dark Angel a pt ose 
Lance Kandler » ma « Ed Phillips | 
Dark Ange! va Dark Angel 


"I ay. 7 
+ Sean Bullough 
Anthony Gamble Black Templar 
+ Angels of CY 
Absolution 
we \> 
Mike Radcliff» 


White Panther 


FOR EVERY 
ONE OF US 


Jonn Andrew 
Dark Angel » 


Willam Van Hiper 
Imperial Fist 


3 
i» Brad Morin 
Arbite Judge 
The US Sales and Mail 
Order Staff jumped at 
the chance to paint up 
one of the new Space 
Marine Captains. Check 
out the myriad paint 


~ Bowdviohney 
Bloody Judgement 


4‘ Robert Villnave 


Dragonslayers 
Fletcher Brown Chapter 


Ultramarines 


schemes and conversion 
ideas our staff churned 
‘out. So which one is 


« Daniel Perez 
Aurora Chapter 


we had to show them 
2 little smaller than 
normal. At left is the 
Space Marine Capt 
at ACTUAL SIZ1 


* Rick Smith 
Black Templar 


Sten un for some spooky aaming excitement in October! 


Battle against hordes of skeletons, ambling zombies, and 
bloodthirsty Vampire Counts! 


Big Worlds 


Big Worlds 
fawn Comics & More 
972-245-0968 eerste dlp Harp iaigelty Kean that one 


get your army started. Big Worlds Comics & Gard 
rics everything under the sun that we Currently mak 
almost guaranteed to find that blister, boxed set Garrolton; Texas 
xe that you've been itching t pick up 97 1968 


Once you've got your artoy together t'stime 
{o start batting it out on the table-top! Every 
dday at Big Worlds Comics & More there is 


excitement 
that it'll stop 
you dead in 
your tracks! 


oy t for the \e 
i LEN X& 


Tur 1999 Rocur Tranrr Summen Bartir Tour 


Check out all the fun that took place on the Rogue 
Trader Summer Battle Tour. For the gritty details 
check out pages 98 and 99 in this White Dwarf! 


Be on the lookout for next 

year’s Summer Battle Tour 

coming to a Rogue Trader 
store near you! 


When's the 
Summer Battle 
Tour coming 10 

your store? 


WoW TO GET IN 
TOUCH WITH US 


FIND OUT WHAT V WE'RE ALL AB i 
= ‘Witethes Poste ur first issue’ of White Dwart re ave 


a our ames, Worl hop retail st 
bn ga 


constrain gamos to anyone itorosted in gottng started ay 
Oo RT ret cabana ; 
you've never tried one ot our game : demons 
olinbed io show you how exctng the Hobt ° : 

2 t gam 


‘one of them out, utilize our expert si 


hobby tips 
Work ont and 
delphia, Pennsylvani 

Wand certainly kn‘ 


tum out nic 
of your army lime 

take to paint and the more 
ook like just that ~ an army. 
and lights with 


HORRY CK 


2s Works! 


North Ami 


nces are there w 


ALBERTA 
SUNRIDGE MALL 
2525 36th Siroet, ¥288 
Calgary, AB T1¥ ST4 
(403) 590-7731 
eUOWAY GARDEN MALL 
RA 109 Princess Ezabeth St. 
Eesmonion, AB TSG 348 
i on 
West. EDMONTON MALL 
1882 170th Steet 
Edmonton, AB TST 42 
(780) SSE 
BRITISH COLUMBIA 
METROTOWN CENTRE 
abou Kingsway 
Burnaby, BC VSH 4J2 
(604) 495-0111 
VICTORIA 
625 Johnson Street 
Victoria, BC VEW 1MS 
(250) 961-1499 
PARK ROYAL 
SHOPPING CENTRE 
2010 Park Royal South 
est Vercouve, BCVIT 24 
(604) 925-0440 
ONTARIO 
MAPLEVIEW SHOPPING ciTa 7W 
200 Maple Ave, WA-45 
Burlington, ON L7S 218 
(905) 694-2101 
WHITE OAKS MALL 
£305 Wellington Aid. S. 
London, ON NE 1V4 
(619) 668-3713 
BAYSHORE SHOPPIN' 
100 Bayshore Dr. 


wr Bal 


CENTRE 


SQUARE ONE 
SHOPPING CONTTRE 
100 City Centre Drive 
Mississauga, ON L5B 2C0 
(905) 281-8695 
SCARBOROUGH TOWN CENTRE 
300 Borough Drive. #808, 
Scarborough, ON MIP-4PS 
(198) 200-0041 


op Hobby Centers are popping v 


iS, just check the list 


i 1, 


low for a list 


Toronto, ON MSB 246, 
(416) 977-4683 


CALIFORNIA 
GLENDALE GALLERIA 
2142 Glendale Gate, #05 

Glendale, CA 91210 

(818) 242-4433 
CONNECTICUT 
‘WESTFARMS MALL 
500 Wostfarms Road 
Farmington, CT 06032 

(860) 521-2280 
ILLINOIS 
GURNEE MILLS MALL 
6170 Grand Avenue 
Gurneo, iL 60031 
(847) a6 oaes 
HANDHURSY CENTER 


£999 Eimrurs} Road, #3030 
Mt. Prospect, IL 60056 


(847) 797-995; 
MARYLAND. 
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‘GOLDEN DEMON: 


RUNNERS-UP 


As always, tons of people showed up and entered their models into the Golden Demon Competition. Just one lap) 
around the contest tables was all it took to 


itness some of the talent present at the event. Unfortunately, not 
everyone could walk away with a trophy, but certainly everyone left the competition a winner! Over the next few 
pages, take a moment to view some of the other great miniatures that were on display at Games Day 1999. Thanks 
to all Who submitted an entry into the competition for allowing us to check out the creative genius that enters into 
your painting, We look fe 


ward to the next year’s Golden Demon (o see what new concoction will grace the tables, 


and our eyes, in what is always a fantastic turnout 


Tony Ordona 
Warhammer Single Miniature 
Terradon with Skink Riders 


‘Wathammer 40,000 Vehicle 
Rhino for the Space Marine Chapter Lamentors 


Steve Smith 
Warhammer 40,000 Single Miniature 
Adeptus Mechanicus, Technomagus Dieter Stahigeist 


Eric Roof 
Celestial Sons Commander — ¥ 


Steve Jensen 
Warhammer 40,000 Single Miniature 
‘Arch Contessor 


Sean Deitrick 
‘Warhammer 40,000 Squad 
Dark Angels Command Squad 


Victor Hardy 


Warhammer 40,000 
Single Miniature 
Dark Confessor 


Peter Underwood 
Open Competition 
‘Slaanesh Daemon War Host 


» John Shaffer 
Slaves to Darkness 
Daemon Prince of Khorne 


* Glenn Harris 
‘Open Competition 
Blood Dragen Vampire Lord 

Mounted on 

Winged Nightmare 


“Douglas Hahn 
\Warnammer #u,uvv Single miniature 
Warp Spider Phoenix Lord 


* Mark Mosler 
‘Warhammer 40,000 Squad 
Chaos Lord of Khorne with 
Retinue and Icon Bearer 


4 Matthew Boloe 
‘Open Competition 
Underwater Tyranid Attack 


4 Drew Williams 
Battie Scene 
Grot Ambition 


» Bryan Shaw 
Battle Scene 
Blood Angel Victory 


by Mark Jones 


Mark ie 2 long etanding 
member of the 'Eavy 
Metal team, and is 
mainly responsible for 
producing the 
‘wonderful scenery 
pieces you see in 
White Dwarf and our 
army books. 


You can see plenty of 
his work in Town Cryer. 
as Mark was 
responsible for lots of 
the Mordheim terrain. 
Mark mainains that 
the more bizarre and 
frightening elements of 
the Mordheim scenery 
were alll part of his 
brief, and are in no way 
a reflection of his 
mental state. 


While we were painting 
up armies for Codex 
Eldar, Mark waa 
inspired by the flurry of 
eldritch activity to 
create this fantastic 
conversion, He's very 
kindly allowed it to be 
added to our Biel-Tan 
army, but has warned 
tus that he might want 
to steal it back, as he 
1s thinking about 
centering it Into the 
‘Open Competition at 
the ULK. Golden 
Demon. 


Because of the vagaries 
of warp travel and. 
magazine publishing, 
by the time you read 
this, anyone going to 
the U.K. Games Day 
will already know if 

he wont 


MASTERCLASS 


Irregular series of articles, where we 
Intend to unlock the darkest secrets of 
painting and modeling. This month we 
look at Mark Jones’ wonderful Eldar Wave 
Serpent conversion. 


The Wave Serpent is an Eldar transport 
vehicle. which mounts twin shutll 

Cannons (0 provide fearsome coveri 

for the squad it carries. Games Workshop 
doesn’t currently produce a model kit for 
the Wave Serpent, eo Mark decided te do a 
conversion based on the Falcon Grav Tank 
kit. AS Inspiration, Mark used several 
llustrations of Wave Serpents, Tim 
had a chat with model kit supremo Jes 
Goodwin, The rest is down to Mark's own 
fevered imagination. Take it away, Mark, 


Before Construction... 
conversion, you should read through the 
whole article once to get an overview. 
before starting each section, This Is not a 
would recommend that only more 
experienced modelers have a go at It 

I've listed a number of tools and materials 
‘which you will find useful when constructing 
the Wave Serpent, but you may be able to 
substitute some of them for other 
equipment you have at hand, Remember 
this is @ guide to the model | made ~ feel 
free to experiment and try your own ideas 


‘Wave Serpent Templates 


Y | fs 
se ie 
xt 


Turret p Transport pieces 


WAVE SERPENT 


EAVY METAL 


Painting Thorns. 


Martin: When ive frst stated to 
took Into paving the Bie Tan 
The We couse incorpocate’ inte 
the siveady stthing green and 
\wtiee colo scheme {checkout 
the Aspects of War Etat article 
mote pictufes. of this fancasie 
‘my — Fat Bike), 

We experimented with many of 
the ‘Ekar tunes. shape, an 


thom paitern featured In many of 
Jes. Goorven's 


‘aly Eldar 


see tha pate to 6 vantion 
‘othe Bat Tan urs an fo break. 
the tee Bat ares tie a 
ina on tea vehice 

Painting the shore. ike most 
(etal paincina wok takes a ele 
Biro pence fo get rept, Take 
‘rakes take” The ye 
Sil up the hen perm means 
you ean easly reealy any 
tists lier 


1 


1 When dong cet work | 
‘anwar wae. ‘av th lows 
the pain to ow of the Bah 
‘Suir To srt panting sve torn 
ptr you shoud ist pains & 
thn tne are you want the 
thoms fo go Try hep the 
pater Joc random. Aways 


ee Se ere ee 


tach orher 


RR 


2 When you ate happy with the 
way "your pattem looks you 
Should then. increase the 
fhsekness of ne tres 


5. Tinally, to Bish off me 
From. Psi ot comiacated at 
‘al jst paint Ie tangies th 
the [point ot your brush, an 
‘Aternoee ‘ides OF the inex, fit 
St thes poine eat you ean fy up 


‘any blemishes ‘ your tines By 
‘Reh them nt roms, 


Before yo 


start constructing your Wave Serpent you should read through thes 


CONSTRUCTING THE WAVE SERPENT 


instructions carefully and tale 


careful note of the modeling materials and tools that you will need. Remember when cutting out the Wave 
Serpent templates to make cuts anvay from your boxy ana fingers 


Modeling Materials: model filler (green stuff), plastic tea spoon, plasticard (1mm 


Sm), cocktail sticks 


(0.9mm brass wire (or paper clips), «Falcon Graw Tank kit, and two shuriken cannons 
Tools: scalpel, steel ruler, clippers, polystyrene cement, superglue, cock sticks, pinvice and drills, mele 


filesfine, wet and dry paper 


Templates 
1. 1 used several pieces of plasticard for this 
model, and we've provided templates so you can 
Copy them, The easiest way to do this Is by racing 
or protecupy tig om and sien tendlontog tor 
to your plasvcard sheets. 

You may have noticed that you need two different 
thicknesses of plastcard to bulld this model. The 
folowng temples snouia be cut our on the. Imm 
thick card: Ht, M3, 4 & TI. The remaining 
templates, H2, Tel, Te2, Tr3 & 12, should be cut 
tut on I-Smmn thick plasticard. Once you have 
Gone this you can start on the next stage of 
the conversion, 


Transport Bay 
ere 
transport bay. 


Take the two ‘dog leg 
shaped plasticard 
pieces (13) and glue 
fone to each side of 
the Falcon rear crew 
Eampastment.ploee 
No.8, You should test 
fit these pieces fist 
fo make ‘sure they 
te eorractly TH 
strengthen the join 
between Tr3 and the 
crew compartment 
cut out four smaller 
pieces of scrap 
plasticard. Glue them 
‘over the joins between the crew compartment and 
r3 on the inclie of the compare 

Final, to complete the extended transport bay. 
take plece Trl and glve I to the top of the crew 


compartment plece No.8. Then glue the Falcor 
tear hatch No.9 to the back of the crew 
compartment. Once this is dry. take piece Tr2 anc 
jue’ it info position underneath the crew 
Compartment piece No.8 next to the tear hatch 
This should complete the extended transport bay 
ready to be fitted to the back of the Falcon hut 
You should now put the assembly to one side anc 
stort building the Falcon Grav Tani Vou ean ignore 
the turret assembly stage. The extended transpor 
bay should be fitted to the model at the lower bul 
assembly stage, and don’t glue any of the probes 
into place. 
Please note, the rear of the Falcon lower hul 
No.3 half will ned, be modified slighty 
low @ good fit with the extended piece, so tes 
Sicievaforr lang in place: Neer yea herve fick 
the extended transport bay into place you are 
ready for the next stage. 


Turret Filler 
3, Glue the circular turret filer T1 to the top of the 
Falcon upper hull No.14 to cover up the origina! 
turret mount. If you want you can carefully bow 
‘out the fram lines shown on the template f0 give 
the multi-part panel effect that Is on the rest of the 
Falcon Grav Tank, 
Front Fins 

5. Round off the front of the Wave Serpent by 
adding fins to the Falcon's upper hull piece No.14 
These two ‘Fin’ shaped pieces HII are each made 
from ewe pieces of Him plasticand ylued! waged: 
Glue these onto the front of the upper hull (see 
picture below for position). When the glue has 
dried and the front fins are secure, they will nece 
TO De filed OF sanded until mey maren the protie o 
the front hull. Once this Is done, give the Falcor 
upper hull into place, 


The Turret 


die and 
filer and 


nd then dill 


Hull Field Generator Plates 

7. Now forthe tricky bt 
plates M2 In 
sigh 


he hull fleld gen 


ith blue t 

In the picture above. Once you are happy plates fit 

Quick tip: Mark glued the plates on on 
Hace with blue tac, be 

plate back on. This way 


s & Finishing Off 


stop you from using 
Wave Serpent 
battle. Have fun, 


ALL-ACTION 
TWICE A MONTH 


This month's awesome issue features an absolutely great 
‘by none other than Kev Walker. The cover heralds the 
ofa brand new story from the incredibly popular Titan 

series. Princeps Hexale commands ine Iran imperias 

Dictatio, mighty war machine. This time they face one af the 

‘mast deadly enemies in.the galaxy, a species sa violent it 
threatens to consume every living thing ~ the Tyranid. 


evil deeds from Malus 
clutches ofthe Dark 
Prince, Malus has uncovered a vital clue to Tz'arkan's 
whereabouts. Meanwhile there's mare intrigue and insidious 
{Chaos plots in Inquisitor. And finally there's the second 
episode of Kal Jerica ~ The Matherlode 


WHM'Z3 © UNLY $2.95 U.S. $4.25 CAN. 


‘Also inthis issue is anot 


Get all the latest news about the Black Library at our webs! 


‘tip:/www.blacklibrary.co.uk 


Lotro tery 


been on the, 
playtest team for 
Warhammer 
40,000 
mputer game, 
and its made & 
refreshing 
hange to play a 
Tum-based strategy game ramner man 
he large number of ‘real-time’ 
games around at the moment. I 
away many & lo athe 
al 2 and so hurn= 
hold a special 
heart (anything that allows you the 


Paul Sawyer 


t War uses the 
inning game engine as 


difference hatwaen Rites of Wat 
vious Warhammer 40,000 
nputer games (Chaos Gale, Final 
jon anc Hulk) is that rather 
enigmatic Eldar, The. 
fered the maiden 
wus, which was b 
peifeulion millennia ayy = 
» the power of the Eldar in 
s past. Davinuus is exactly the type 
dying Eldar so desperately 
ave their race, Dut 
nately, the Imperium have got fo it 
However, the Eldar have no 
intentions of abandonina Davinuus and 
resolve to retrie ncient treasure 


by military means, Stil, the feeling that 
nathing is tornbly awry nage away at 

their thoughts, a feeling that a threat 
‘se than the Imperium awaits them. 


dar are central tothe plot in 
Ner, the Imperium and the 
racious Tyranids are also featured 
aly. With three different races, Rites 
iF 18 the first Warhammer 40,000 
game to portray a three-way 
ut ina. siellar 
f WHAOK 


tical 
initiative bonuses 
ie powers ia abiilies, 
you can imag 
Nar. \n addition, I 
aign with a 


enough of my waffle — 90 
aspec and tid 


Rites uf Was cles 
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HEED THE AVATAR’S 


The time has come for the Eldar to reclai eir secrets from the hands 
of the lesser beings. As the leader of dwindling Eldar forces, you are set 
the task of achieving your waning culture's next victory. 

Rites of War by SSI (makers of Final Liber: and Chaos Gate) is the 
latest computer game based in the Warhammer 40,000 universe. 


L TO BATTLE! 


+ The 24-mission campaign features a tightly + 800 x 600 hi-color, animated graphics bring 
crafted storie evocative detail and varied armies and landscapes to life. 
ictory conditions, as players jar ina + Temples, cities, and forts on the map hide 
fight for survival. Additional single and mult dozens of unique artifacts for players to find 
player scenarios let players command Tyranid pede i player 
and Imperial armies. 


=e m2 aan aase + Co-operative and head-to-head multi-player 
units. he 


s ated pray nsepetia grater 
* Gi Point system allows players to build and 
pete eerily - victory conditions and Glory points for malt 


+ Level-based experience system leading to unit 
upgrades, warrior skills, and psyker powers. 


= MDs EAMIORCEy 


Wt this website: www.ritesofwarcom, 


The new Space Marine Land Speeder Typhoon is an excellent fast attack vehicle, with the 
capability to deliver hard-hitting firepower to the furthest reaches of the battlefield. Armed with 
the unique ‘Typhoon missile launcher’, this Land Speeder performs best when used to destroy 
the enemy's light vehicles and infantry. 

~y - J 


“Brother Marine Kelvax, arc you there sir? Plcasc respond... over...” . 
ye P' bs 8 
Kalvax hauled the shuddering Land Speeder over in a tight turn, aligning himself for 2 secood att In the distance he! .. | 
| ‘eu! 


Hd just make out the battle aking place between Scout squad he had heen ordered to protect. and the huge Ork mob that 
(S41 ambushed them. He clicked open 2 chansel as the Gs from the hard turn cased off, 4od replied * 


()“Dhis i LST Alphe-Nine There is no aced for despair Brother-Scout, Hl deal with those Orks for you. Oh. and child if | 
Sergeant Cronus was sill alive he'd have yoor hie for such poor comm’ discipline Remember child. abeays identify yourself 
Row. prepare youseles for my stack and once I am dove, smite thee grece-skined devils with your {oll fore. Ar these 

7 fordrs uadertcod Brother-Scout? Over.” 


“This is Scour Squsd Croous Order recived and understood. Sit” 
“Good. LST Alphe-Nine. out” 


Clicking the channel off, Kelwax allowed himself 4 momeat to calm his brething and steady himel€. Although he had 
seotded confident for the bencit ve Seats iieg the Git atte ton lcd then beary fre from an Oth buggy shar fad 
been biddeasin + tee line Wr had left Brother Hortgera, his guonet, dead, anda thin tall of smoke trickling from somewher 

¥ ae the bick of the Land Specder. Sul. it was his doty to Kend support to the Scouts as they eared out 1 long puto. and (* 
support them he would 


Kelvex kecw that his only hope was to destroy the buggy firs. and thes deal vith the Ork mob that had ambushed the 
Scouts He pushed the Typhoon fower to:the ground, and started to close in on his prey. As long as he remained low. be 
sould use the thin tree fine thet lay between him and the Orks to shield himself from the buggy's yuan, Kelvax itritably 
licked off the ground proximity sensor. which had staried to isue an almost continuous stream of bleepe and whatles of 
‘arning’ and concentrated on swerving and jnking the Land Speeder towards his objective. It was tase work, bcase at this \ 
height and speed any sudden obsiraction would lead to his destruction, Thea, as Kelvax skidded the Land Speeder round an |, 
wetciop of sucks he oushealy. found she ice Vine divculy fm frost of him He yanked Dick on the controls snd soared 

skyward, bot his aseat exposed the Land Speeder to the buggy érew who immeditely started blazing away. t 


[~\Kelvax knew that it would be a matter of moments before the Orks had his range He birrl-eolled the protesting Speeder / 
4 beer woul spside dows, and then hauled the nose down so that\hhe was pointing directly at the buggy. The half-loop | 
* cayght the Orks by surprise, and their fire passed harmlessly by the Land Speeder Deftly working the fire mechanism on thé) 
‘shatrol columa, Kelvax fired + prir of missiles from the Typhoos lawacher at the buggy. The rockets blazed away {rom the i 
d Speeder, leaving trails of white smoke to mark their path a they hurtled towards the Ork boggy. The first rocket 
fxploded just short. but the second smashed into the Ork vehicle. Blowing the guaser into a rece palp and destroying the 
on. A fraction of 4 second Ister the buggy’s fuel exploded. sending » ball of flame ating into. the ait 


\\Welvax hulf-rolled to bring the Specder upright agin Streaking shmnagh the emake from the huening higgy. he honked herd 
4+ fo the right in onder to line up on the Ork mob that was attacking the Scouts Standard procedure would he to cogige the 
‘Orks with the Typhoon missle luacher {rom long range. but his momentum and the coscecss of the Orks to the Scouts 


iat 


PS tes ashlee reed to the Ock mak tipping Oks spar ad Bacing tut bodes. Then Kelws ce pot te * 4] 


Orks, jinkiag desperstely from side to side in order 10 avoid say following fire {rom the mob, Glancing over his shouldes, 
Kelvax saw that the precaution was unnccessiry: The few Orks still alive were in full retreat. closely pursued by the Spice | 4 
Marine Scouts 


Kelvax clicked open the esi channel “This ic LST Alphs Nine riling Semet Squed Cranes Am tturiag to hue to etull\ 
+ and rearm Twill return with vtmost speed, Over and out” Thea he hesded home “<4 
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The Hunt 


The haunting echoes of 
boler fire reverberating 


nally: been iallenicad: 
returned to the Rock 
and the vile forces of 
Chaos have retreated 
into the Warp. Where 


a field of hattle w 


of the Emperor fare against the 
twisted ways of the lords of 
Chae? The Dark Angel’ ster 
their cause has led them to an 
! Then in the middle of the tour, the defenders of human 
Decisive Victory seri weath of the minions of dain 


wer another planet and, 


and grueling cam. 
grim for the chil 


‘ould never regain the momentum needed t 
Dark Angels once and for all 


and in 
Of all the Fallen Angels that were being hunted, 
only Cypher was able to avoid the shackled fate that 


awaited them on the Rock should they be ¢ 
Pethaps the most 


Cypher was beate 
saved from capture 


The Dar Angels enjoyed he relative safety these ruined building 
dunt a deaaly surprise relied oul from beth 


The maniacal genius of the 1 
became a quick fav 


of Chace. His 
tum. 
ered across the strange battlefields spit 
ting death from its many weapons before 
almost always being destroyed, the one 
good thing about being an evil scientist is 
that Dr. Ig was able to continually fix 
Crushatron to heap more pain and suffer 
ing on the loyal forces of the Emperor 


mvehanieal creation, Crushatron. 


‘One thing is for certain though, the Dark Angels need a 
new method of transporting criminals hack to the Rock to 
re judge 
Many of 
the Fallen were 
able to escape 
imprisonment 

and 
able to 


destruction 
Asmodai will 


be sure to post 


Angels 


Sind 
it of 
lajest thetr to 


Sight with relative ent. 


Bisel surrounded by am 
mountable number 
Dark Angels. 


captured in 
Reems soreail combat 


ad Dr. 18 [Ei bale pro . 


more guards on his prison ships when the 


same mistake ewice 


Move Information 


As the road show across. the 
front. were 
Workshop 
You can read online how the 
each of the 
with details coming feo 


country, reports from the 


posted on the 
Website 


action progressed at 


his Chaos counterpart, 
the despicable Captain Blackheart 
(not to be confused with Huron). In case 
know 


you don where the is located, 
hup. mes-workshop.com and visit the News and 
Informati Aquick click on the Hunt for the 
Fallen icon will zap you through the communication lines 


and into the midst of the battle 


The End? 


This leg of the Hunt for the Fallen is over, but the Dark 
Angels will never rest until they have removed the stain off 
10,000 years of treachery from their 
The search for their lost beuthers continues 
An intercepted 
communication we received insists that the 
Dark Angels are headed to the battlefields of 
Canada. Will they reappear there w conuinue 
the battle? Only the Emperor knows the truth 


with the same vigor as before 


War is continuously waged on the ravaged 
worlds Of the 41s Millennium, Threaes huirk 
every corner of the galaxy. Why not 
start a campaign of your own? Whether it is 
the never ending bunt for the Fallen oF the 
enigmatic Eldar trying uo defeat the ancient 


enemy, there's always some reason to clo bat 
tle. There is only war, 


Alter 4 Joep srk of toges'on the camgaige my oops were finay 
Fegianing to grow » buckbowe and I coald fet viiry close at hand 1 
‘etched in dark jaiion a «aqua of my tater Kner Curdamen 
Stood ther growed in te fice of the rumblings of 1 Space Marie Rhino 
The tamsports guar were slat bet the tics opt dirt m exery diee~ 
ing, dewiog hurd towds the wally smo guanine The sqaul 
found their courne once apa sad eed woued car soles aimed aly 
‘wth somata, At the list soma, my comestriton vented Yo me 
sad docked wade the slashing Hae of 4 Dark Angeh Scout As 1 yan 


ny vaion Minding. ne went | vened buck jut in tne 40 wath 
‘oy men nike 'he proud and deny that epg tak. In + fh, the 
smc dachuyed 6 vwsome tae acing stor plates oe the wy 
Te th rene fle Ulan rasp de Dn Empri's ment bak pete 
the fits of is machines enpnes fo the max od plated wt in the cen 
ter of ny trope I wacked i Gowrible lciution w the odes of my 
pthc warns opted nd barned i the lat The only conelitna 
A tad wes that tao Spice Manis perbed the mas 


Tsetse he ruimod ledsape of the alee to survey the station 
Evcrywbore wound me Files eer surrounded by the giecn power stot 
EAL Dik Angle Ceerntclned snd bark ped te fight shew oll 
the Fills wets swly dagged tothe gioeed ad sched ke warp. 
‘A tivmphan yell rolled aro the induce an collectively the Fab 
Enapeor men slsted thar Primurch While my phism pital seed 
Arg she Ga t+ Gis Mapa Veened Sper treed by Do 
Angas The shrondd logate a Asmodas Knocked Cypher t the prowad 


‘ih « musive blow from hs Crores Arcane The File Enero? st~ 
fot ict ha wen bck oe Ma me epi Torte fal blow In 
Jong and voreed moet, T hace 1 had ost the world 
1 ore she rea tek fo our wearin When ee emcee the 
arng where the sha’ eahawt could be sen billowing op ab the 
‘loud in pregorioon for loach,» und of Racing whlpn ped pst 
SAD lr to spots’ marl cla Tix Seley on a 
liked ey Bol of ny one tmuiing Deedsough Brought Jove two" 
of the Land pede a rwneds hawks of Ha and muchine The Pi 
‘the dias sod yma outing dir with the omlity of death 
Aa the Reenving bikes opuned thei thai ants Katt ids 
‘Traut the motat ox my cusrwotd Without psi, the diy 
tecth hep icing sng the cg of the rword ready fot i fit 
decode blo he eat of th pad samme iat endo A 
ig denclond sete ver x Thene Ramawing might here id 
Aight sdrantige winging thir swords Crom atop the ken. bot oly ry 
faloves of the Fise Empaor Frog out ot the tex, Chen Rio 
Je the onl Lom behind cig she ReeavigThee w 9 
ster t ram. 20 where tie only good plc tte 
Now. my chuseword' Mdes as dll sd sind crimson The words al 
the Dark Ange singled crit heept me warm at sight T dered br 
fer than an amy of inept warrior : 


anal report ot Caps tenant — 


CHAPTER APPROVED 


By Andy Chambers & Jervis Johnson 


Greeunys cizens ang welcome 1o ne Most Beneficent Emperor's 
Chapter Approved column. Approved as being tree of the taint of 
heresy and deviancy that is, although the battle against the forces of 
‘moral turpitude is an endless one — for each denizen of the outer dark 
Thal ie attucm dom, ty shore spring fork bo lah Ko pa. Howey, 
tha wages of sin are death or at the very least, permanent 
‘excruciation. Speaking of permanant excruciation, |'m going 10 take 
this opportunity to show you the inevitable resuits of attempting to 
manipulate the "ulos of roby, a sight #0 herrlying it woul be tragic 
‘ere i not $0 pathetic. Come this way and twill lake you 10 see the 
damned souls of the Games Development dungeon 
Echoing footsteps. descending stone stairs:. The squeal of rusty 
alts Lelhny ham Lach ord One iron OF Correct muy being erred 
in theit locks. The groan of a heayy door being dragged open 
on protesting hinges. An insane babbling can be heard trom 
whin, nlerwoven wat the rattle of chains and the scraping of sted! 
nibbed pens, 

‘An, observe, Here is Scewerier Thorpe-hard at work upon his latest 
atiso.on the alien Eldar, a second volume to that which has already 
recently become available This time he Is working to iluminate the 
subject of certain epecifc ‘cratwords’ of that degenerate race and 
their armies, detailing some.ol those Best’ known to us — Alaitoc, 
lyanden, Saim-Hann, Ulhwe and BioTan. Even the taste of their 
| names pollutes my tongue. Excuse me for a moment while | gargle 
away tho taint with sail wale... Glaanarrrggg! 
‘Abem. We do not hold with our scriveners occupying all their thoughts 
with but a single subject at any particular timo, lost they become. 
morbidly obsessed and lose what tiny scraps of reason remain to 
them. Hence Scrivener Thorpe is also curently preparing further 
works upon’ the organization and fighting: forces of the holy 
Ecclosiarchy, the arm of the Adeptus Terra dedicated to ministering 
the worship of our blessed Emporor. the redemption ofthe infidel and 
the delensé of the faltn. This: tome Is to be known as Codex 
Apocalypse and Scrivener Thorpe promises that it willbe the 
<detiniove work upon the forces of the Ecclesiarchy in the Ware ot 
Fath, detailing not only the unique vehicles of the Ecclesiarchy but 
also the role of Sororitas. Novices, Martyrs, Redemptionisis and 
Flagelianis 
In this comer we'see the venerable Scrivener Johnson working hard 
‘on volumes pertaining to the noble inaitution of the Imporial Guard. 
Sciiverrer ouliteutt asburey Ine iat IW ERxs UNCOVETED EVIGENOG Of & 
umber of variant armored vehicles employed within this vast 
organization, including the Leman uss 'Vanqulsher’ and 
‘Exterminator’ battle tank variants. The course of Sefivenar Johnson's 
research has ales revealed new delat on tre deyheyrer at reayy. 
weapons squads and the equipment and organization ot Imperial 


wae 


‘SIOIM IToopers. AS an aside 1o this mighty project, Servener 
Johnson has, with the assistance of Scriveners Thorpe and 
‘Chambers, begun a second work dealing specifically win Death 
World vetorans, the Imperial Guard's hardest oops, including as 
they UO the waints OF Calacrian, CINeHe ad ONE HOTONOUS Mel 
hholes from across the galaxy 

‘Alongside these endeavors, Scrivener Johnson is also grappling with 
the long and tumultuous history of the Space Wolves, in an attempt 
{o-coaiy this most wil! of the Space Marne Chapters, Venerable 
Jobnson informs me that this task is almost completed. and that the 
‘Space Wolves will be ranked with pride alongside the Blood Angels 
‘and Dark Angols already codified. Despite longthy porieds in the pain 
[ampiier, Scrvener Jonnson nas Oeen unaoe 10 resist UNoBTaKINg 
exira-curicula activites of a less... structured nature, His latest 
works in ths vein have bean an attempt to produce a unified theory 
fon the construction of fighting vehicles, In essence Scrivener 
Johnson believes that any fighting vehicle, from the greatest to the 
‘smallest (and including those that fy, walk or eraw/) can be rendered 
Into a sat of characteristics understandable by all, Whether this wild 
‘and perhaps heretical concept can be made to bear fru stil remains 
tobe seen 

Finally we come to the pit of depravity of that arch-heretic, Scrivener 
Chambers. Can you smell that stench of corruption’? Ot course you 
an, any pure-blooded human could detect that cartion-stiak {rom a 
league away, While the other Scriveners only undertake the study 
land teportage of Deviants and Aliens with ine greatest reluctance, 
Serivenor Chambers seemingly has an atfinity forall things foul and 
dangerous. His most recent work upon the bestial Orks is already 
known. To compound his arimes he is now undertaking another work 
fon the Tyranid hive Reets which, he has informed me, will uncover 
‘new and previously unplumbed knowledge of these creatures, 
Mercitully, Scrivener Chambers is also undertaking some other works 
‘which may not result in the further damnation of his eternal soul, most 
specifically a study of combat conditions in urban areas, This tome 
will be entitled Cityight, and purports to give a full account of the 
‘culties of fighting in towns, cities and hives, including the speciat 
‘equipment and weaponry used and types of missions undertaken in 
these fiercely contosted areas 

So ends our tout of the Games Development dungeon. Remember 
‘hese ost beings when you are upon the battlefield and examining 
‘met tomes of fore, spare a prayer 10 the Emperor tor Men tented 
‘souls. On the other hand, don't bather ~ we know how to deal with the 
kos of them. 

Shouting, whips racking and insane shrieks are cut off by a heavy 
‘door slamming shut 
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OF ROADS, CRATERS. & OTHER THINGS ARMAMMER 


By Jervis Johnson anooo 


____ CRATERS IN 40K Reserve: x road eta om a ci eige 
rem aug eat chance risa one tseve Un, Ber Pal Payer can Goce Pa 
tra br fry of ig rveves wi be seg Be rd 3 
Spin we noon teshon Gras Comes Hava ta io. Ho must say wien us wi 
Sreut ran uxt best ae eee ir Deu Mood ae sta oe bu 
‘hom Unis we wes bom des Pave Sa up ne an We 201 
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EESAMELTSM then write In to: 


indy Chambers, 
(Chaptor Approved), 
Games Workshop. 

Willow Lane, Lenton, 

Nottingham, 

NGT 2WS. 
Include rules queries, 
‘tc. with your letters, 
as the volume of mail 
(end the Fast that fm 
lazy) means in most 
cases | won't be able 
to send Individual 
repiies, 
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CHAOS CULTISTS 


t 


Any Chaos Space Marine army may include one or more units of Chaos 
Cultists, counting them as Troops choices on the force organization chart. 
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CHAOS CULTISTS 


Points/Model 


Chaos Cultists 


Demagogue 


Squad: A 
Weapons: 
Options: 


gven adional 


the pons, plasma gun at +8 pl 


wil Be enslaved b 


t 
me 


‘Doll al +6 pls, Glénade launcher a+apts. heavy stubber at 4 gta oF 


ed ibng Demagogue at an adaional ec 
inter, Marks of Chads and Git ram Ihe Chaos Am 


BATTLEFLEET 


GOTHIC 


THE SLAYER OF WORLDS 


Particulars of the Planet Killer, most malefic engine of the Chaos fleet. 


Recently, Whtte Dwarf bas published exclusive Battlefleet Gothic rutes for Space 
Marine fleets and special torpedoes, and being the nice, kind, generous souls 


(and very, ver 


we thought we'd do it again! Tim Adcock bas produced a stunning 
big) model while Gav bas concoctod some suitably terrifying rules 


for the most heavily armed ship in the Gothic Sector. 


‘The origins of the massive stellar vessel have been physically possible outside of seemed to be its 


Gav Thorpe 


known simply as the Planet Killer are a warp space. Built around a central ponderous speed. 
wsicry to Naval authorities. It bears no energy cannon of immeasurable It was this lack of pace which was to lead 


resemblance to any Imperial ship design magnitude, the Planet Killer is also to its eventual downfall, as it was 


Itohave been constructed studded with numerous long range destroyed by salvo after ealun nf 

within the Eye of Terror by Abaddon's lances, weapons batteries, and torpedo torpedoes, fired at extreme range by the 

forces, jist prior to the Gothic War ~ in launchers, Well armored and protected Lunar class cruisers of battle group 

fact several of the Adeptus Mechanicus by a plethora of shield generators, Omega, shortly after the destruction of 
pubt whether its construction would the Planet killer's only weakness Kharlos Il 


The Planet Killer, sighted near the Port Mate system, 
in formation with an unidentified Chaos fleet. 


History of the Origins and Activitics of the ‘Planct Killer’, 
Flagship of Abaddon the Despoiler during the Gothic War (MA4l} 


HOM -Abeddow lav the Eye of Teor 
throsgh the sow-clear Arz Cip, ordering the 
ech priests to follow once the Plnct Killer is 


opersish 
MaMa 


WEMA - Abiddow iondes Diakala system 
aod eases the two illion habitants of the 

mam plane, am gri-wodld Ito widely 
believed thit muny of thee end vp as sucrfies 
Yor Zarphistos mags. the remaider being 
forced ato service 4s crews on the Planet 


Absddon enters the Gothic sextor, 


als aoe, Prvinee 
. “eed Mis Iaperl Nit Arch 
imc, scadng Nay, Inperal 

‘ad Phecary Dele stl 


Deb rwnabogie sereyomm 
+ Skips bgp of Imperial Naval ewe 


and return with him 10 the Eye of Terror 
98 M40 


2 


Mer 
+ Numerose interviews of Laperal personnel 


{ESTEMAD - Abiddon overthrows Lord Teknos 
ol the wemegede Kanye Wold of Raj. TV The 
twitorteh-pests swear allegunce 19 Absddoo 


The tech-peicate begin 
constrction of & manive stellr yene! withia 
the: Eye of Terror, using dita ceconered. by 
Abddon's forces from the halo world of 


4 as his Capi. His fiat target i the woeld 


of Sivwven. populated by members of the 
Ecclesrchy, Cardinal Klee orders the Tnpeil 
Commander 10 reluse “Ateddoms demind tor 
smcaditionl sareader Aluddos asco Seven 
14 tral for the Planet Killer. destroying the 

less than an hour and killing fosrcen 
hillion people 


AMAL ~ The Planet Killer ares at Seow, 
4 highly” pope 


begin producing ships for the Chics fleet The 
comaunder of Siviour has litle choice bat 10 
yee. the lives of eleven bilioa people ate 
at stake 


HAMA ~ The Comaunder of Beinugs ia the 
Beige system] reccives warning hut Abdo 
‘may tuck soon, i an attempt to coptare 
Blchsoxe VL All commusications ate lont 
‘wth Beinagasborly afterwards A patrol vesel 
‘ports that the existence of Brings cae 10 
anger be confirmed 


ANAL ~ Abaddon sakes the Planet Killer 10 


Flag, where Blickstone 1 orbits Folio ML 


Killer aed other vemels 


SOM ~ Zaraphanon presies that the wip 
storms will ead soon Abaddon quickly moves 
his fleet out of Drakule and mets with the 
Blackstone Fortreses News reaches Abuddos 
of reinforcements gathering is the | Tamibl 
Sector, seidy to coumeratuck theough the 
‘Taatis jump point He sends the Blckstone 
Forests 10 destroy the Tarts star and 
thereby prevent enemies (rom asiog the jump 
pomt, while be thes the Plinct Killer 10 
neighboring Boctia Using the powsr of the 
Planet Killer Abudnn seirane the Adepase 
‘Aster Telepathia Gcility in Boet’s asteroid 
belt cuting off the suvgutionsl beacon that 
would hare helped say Imperal shipe daring 19 
fray hegh che warp worm 

ISLMAl — Abaddow Jeres the Plaset Killer 
vader the command of Warmaster Maefica 
Aethem sed tale with he laa 
Fortrees 19 Schindleyent to attack Blackstone 
V. The Plunet Killer is dipached vo atch 
Avimuspin us + diversion Abuddon is defeated 
1 Schnndlegeat, but the Planet Killer succeeds 
in destroying to. of the Sve planets that make 
vp the Ariouspis system 


SANA — Mater Adthan heving bene 
shusdoned by Abiddon, tries to wie the Plaet 


While the captured Blackstone Fortremes 
destroy Furs Il, Abvddon sacs the Planet 


CPMMAO - Abaddos’s sdrisot. Zaaphiston, 
leads Absddoe to the Daemon world of 
‘Spuwadesth Absddon setaras and ergs the 
vech-priess to increne ther efforts to complete 
constraction of the Plnct Killer 


<000-DISMI4I - Absddon's agents snd forces 
seach for rumors which will Sead to the 
Nocation of anceat artifacts knows as the Hasd 
tof Durkaese and the Eye of Night. Abiddon 
orders his forces Yo capture these items a all 


Killer 19 cre an empire of his own. The 
ved of Goucrnh im the Ovion Sod 
poral pay Exh cp pata 
tie Pie Kier to Kladoe I Arkham 
icone by Omege apeiron, fly ed 
from cotide the Coie Sector Wik 
sels to ppt him, Akhum sil decider vo 
drsck, bet the Phat Kilkr is cvetualy 
eteyed by the continous torpedo foiled 
ofthe fo Lani clam crn 


destoys 
second moon of Fula IL long suapected of 
‘being the ir of an Eldar pirate baad 


MEMA4l ~ The Planet Killer ix sported moving 
fe Stanivar in Bheis More: Strniar hat 
ben blockaded for two years but ati refuses 


costa 


‘recovery of the tems be sacks 


Terror which 


coma, 
1 mamive effort begins to Ged e2oy 
mun it Z 


OI6-HEMAL — Whilst construction continaes 
pice on the Plinet Killer. Abiddoa sits the 


YMA ~ Zinphisos's visiags show him the 
‘Anx Gip. # stable route out of the Eye of 

the heavily deeded 
Cuda Gate. Absddon scads vanguard fleet to 
etry the Imperial monitoring station on Ark 
‘The Phanet Killer is completed sed 
‘ods sevenl dicmons 10 
the huge vse, greatly reducing the muapower 


4o sarreder. Communications ace lost ith 
Straivat. am investigating eet discovers mach 
of the hive world dematated by moors created 
pe sreapionsrcn pt piri r pagan 


IMAL ~ Aw Imperial patrol flotilscacousters 
the Phnet Killer as it eaves warpepsce. entering 
the Corin syetem They attack imomratly 
telowe the rest of Abuddos's Meet can ave 
After causing considerable the Imperial 
et is inally driven olf by the Planet Kilrs 
fmmease ancl Abiddos's forces iamde 
Conia VI aad take over its mines Loyalist 
gerrila fighters esport that considerable 
amounts of till crystal are shipped ato 
frst whee the Phin Killer is) sstoned 


WGMAl — Aw capeiton is beached by 
Tnguoite Hoes to rene the balk of the 
Pine) Killer for study bythe Ades 
‘Mectanices. No Mace ol scm be loud and 
these are worying rumor of « Bc Legion 
vere being sighted in the vicinity 


‘The shite denrctios of the Fhner Kier 
‘not be Conimed, yet the yas since the 
Geathic War thee hive bees 0 conlrmed 
sightings of i cither Whether shin devastating 
‘wupan is anil at Abddon's dispond at i 
inpomible 0 canclaively sy a th point I 
it tll operation. thes the Inpecim may 
‘once gue shodder before st encome might 


seed to rae at AS wap storms begin 10 
engulf the Gothic Sector, Abuddon spemands 
his subseraeat Warmasten to atack 


Trika crystal ie mainly wied in the sti ' 
sep oatinnet Gels of exp gest wicaiieine 


—EE———— 
Appendices to Report of the Scribe Historicus 


Part the Second: Technical Data 
All Technical Details thet arc Kaowa or can be Deduced from Close Range 
Observation of the Renegade Vessel Known as the ‘Planet Killer’ 
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Execration Pattern 
Tri-di 


Ventral Stabilization and 
Trae-Exlnsie. Raley 


doubt Howe, he ty 


Note Regarding External Dimensions 


Usnleetustely no rel 


sasay has bees made 
vessel site. bUt itis withoot doobt 


igniicanty larger 
tae oar buteship canes CaptiayVingex of the 
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of 40 illic 


ABADDON THE DES 
Scourge of the Gothic Sector 


POILER 


And lo the beast issued forth to assail the righteous and cast down their works. Though the beast stood clothed in 
buman form, no flesh could conceal the corruption of bis damned soul, and the foul denizens of the outer dark 
Slockest to bin banner: The rightcons cried out for retribution, but thre bewst would wot le babe bow, The mane of the 
‘beast became a curse upon the lips of the righteous, and that curse was Abaddon. 


‘Orations of Saint Josephus, apocalypt of Sayaven. 


baddon is known to be the driving, 

force behind the Black Crusade 
which ravaged the Gothic Sector 
berween 112MA1 and 160.MA1. What 
means he used to bring together the 
fleets of so many different Chaos lords 
and warmasters is unknown, but even 
his unholy gift of leadership must have 
been stretched to the full coordinating 
the attacks of such an anarchic coalition. 


to be defeated, This was in no small part 


due to the awesome power of the Planet 
Killer at ny cornmnarn, «say moebing oF 
the Blackstone Fortresses he succeeded 
in corrupting 10 the service of the 
Dark Gods. 


Abaddon was once a Space 
captain of the Lunar W Ist 
Company during the Great Crusade, 
‘over 10,000 years ago, conquering 
distant stars in the name of the Emperor, 
The Lunar Wolves battled across 
uncounted worlds to free them from 
alien tyranny or the taint of Chaos, and 
Abaddon was ever at the fore, But at the 
time of the Great Heresy, Abaddon chose 
to betray the Emperor and join with the 
forees of his Primarch, the Warmaster 
Horus, in his attack on Earth, Upon 
Horus’ defeat, Abaddon rallied the 


remnants of the hordes which had 
fought on Earth and fled to the Eye of 
Terror, where the powers of Chaos 
welcomed him ae their champina: 


For ten millennia Abaddon has 
continued to harry the Imperium at 
every opportunity, raining fire and 
destruction on the empire of Mankind 
that he helped to build. The Gothie War 
is one of the most recent of his terrible 
works, but his history of bloodshed 
extends as far back as the Imperium 
Af, During the Gothic War, Abaddon 
ik pereanal command of the Planet 
Killer in many engagements, although he 
escaped its destruction at Kharlos I 


ABADDON AS 
FLEET COMMANDER 


Abaddon can be chosen to act as fleet 
commander in any game in which the 
Chaos fleet is worth 1,000 points or 
more, You may not place a Chaos Lord 
‘on the same ship as Abaddon (you don't 
et to be a Chaos Lord by spending lots 


of time near a bloody-tempered 
maniae!). He has the following 
characteristics 

Leadership: 10 


Abaddon is an exceptional commander 
in all respects. His crew and fleet live in 


mortal terror of arousing bis anger and 
perform at peak efficiency when be is 
aboard. He is also aided by the 
prophectes of the Sorcerer Zarapbletons 


Re-rolls: 1 per turn 
Abaddon’s fleet is allowed to re-roll a 
single Command check ur Leadership 
test each turn. 
Abaddon’s awesome reputation and 
determination ensure there are 
jom any failures in the chain of 


command. When there are, the 
consequences are likely 10 be dire. 
Special Rules 

Boarding Actions: Abaddon is 


accompanied by his company of Black 
Legon irutor Mannes aboard the stup 
he is commanding. This, combined with 
his own abilities, means the ship doubles 
its valuc in boarding actions and gains an 
extra +1 Boarding modifier 


Hit-and-Run Attacks: Abaddon will 
have his own ship sealed right against 
hhitand-run raiders (he knows every trick 
in the book). Therefore, hit-and-run 
raids deduct -1 from their 
against Abaddon's ship. If Abaddon’s' 
vessel makes any hit-and-run teleport 
attacks, add +1 to the dice roll for the 
attack as it will be undertaken by elite 
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and boats from 
Abaddon's ship will be manned by more 


mundane minions and do not receive 
this modifier. 


fou have failed 


Abaddon the Despoiler does not tolerate 
failure, as many of his followers have 
discovered to their cost. If Abaddon’s re 


roll is used for a Command check or 


Leadership test on another ship or 
squadron and the test is failed a second 
angry! In the Chaos shooting phase 
Abaddon will direct at least half 


available firepower and lance strength 
failed him 
(assuming the worthless scum are within 
fang and Bie are). Resale 


the ship he is commanding 


the weaklings who have 


formal, just as if Abaddon's vessel were 
survive) will be suitably chastised and 
gain a +1 Leadership increase for the 
remainder of the game. The Leadership 


that the crews are working as hard as 
they can!). If the object of Abaddon’s 


wrath is not in range and/or fire arc he 


will leave them to their fate — Abaddon’s 


means that no further Commander re 
Scquadroo unieerlie® carying is ove 
Chaos Lord with a Mark of Tzcentch 
Abaddon's own ship, it will lose one 
amage point as the Black Legion 
massacre those who failed him, No 
Leadership increase is gained 


ABADDON THE DESPOILER, 
WARMASTER OF CHAOS 


shilds of the battleship. the few hits that managed 
fo: penetrate burly lating + mark on the susiely 


sreored blk 


A few heavily armed delease monitors clomsily 
imascuvered iat poniion 40 tack the approaching 
scl hat, as the Chies ship closed the range. i 
ned ise A fold of destruction lt up space 
the Plaet Killers hurerics targeted the defense 
‘hips, smashing them anslein + few deadly salvoes 
Togpedacs roared from the batlship' dovens of 
bes, erupiag strom the of « delease 
sav09 ia bosoms of destroction. the 
vercage tumbling out 
wmanphete of Swen. Still the but 
comtinned its dance the 10 
Samp 4 Tac ing 


arlace 
cbt to bure up in the 


bnerted 


ange Even as it emtered low 


obit, the gigantic Yes! — continued its 


bomburdaent, ts powerful weapons striking apstst 
bonkers sed. misile slo on the 
plaot's sarace: Ieving pslls of smoke ovens 
of hilometess Joo drifting across Sueaveas 
sight sky 


As aura of energy built 9p stound the core of the 
ship,» storm of lighting anced from the edges of 
the aperture watil with + blinding fash shat 
telipsed the light of Series sta, the Phict 
Koller fied. A storm of destsetion struck Soyzven 
its aumoaphere” began 10 \ boil 
immeasurably powerful beam boring through its 


rest cauting carthquskes and sal wives to sweep 


som the Cardinal world’s surlace: The lke cap 


Segin to melt and chins of dortuse ‘volcanoes 
copied scfome the globes vaporizing the se 
scoring scorching stam billowing into the this air 
Wath suzed detonation, the pluses core 
rupted, the mative relene of energy thrusting the 


poet opbt and seading it spinning wildly 
off it skis With + Gna death-apusm Sree 


disstersed ato + billion shards of mltes rock 
which spread across the hemeas like glowing dust 


Lorapheton laughed ot loud a8 te looked at the 
twiaklieg temas of ‘Siewes os 1 thie 
projector 


at Abaddon bes fim 


Te is pnt the beginaing” the Wermster replied, “I 
‘shall write my ume scrom the stare with the 
Hood of my enemies Death cries beyond ousting 
shall sing + hyme of doom to held my divine 


PLANET KILLER RULES 


THE ARMAGEDDON GUN 
The Armageddon Gun may not be fired if 
the ship has been crippled of is on Burn 

All Abead Full, or Brace For 
Impact special orders. The Armageddon 
Gun can only be fired directly ahead of 
the ship. To fire the Armageddon Gun, 
place the Ne 0 that 


Retros, 


1 Cannon templat 


ing the Planet Killee's stem 
then move it directly ahead 90cm. If the 


hole in the « 


+ of the template passes 
‘over a ship's base (friend or foe!), that 
hip suffers D6 automatic hits. If any 
other part of the Nova Cannon marker 
moves over a ship's base then the ship 


suffers one automatic hit. Hits take down 
shields exactly as normal 
touched by the template is destroyed, 
Once the Armageddon Gun has fired. it 
‘must buuld up another charge or energy 
and you must use Reload Ordnance 


Ordnance 


orders before it can fire again. If you roll 
a double 6 for a Reload Ordnance check. 
then the Armageddon Gun has 
disastrously malfunctioned, inflicting a 
critical hit on the Planet Killer 


and 
rendering the Armageddon Gun useless 
foor the rest of the battle. On a roll of any 
other double, the Armageddon Gun can 
be fired once more before it must be 
shut down to prevent overloading. Note 


that as the Planet Killer also. has 
torpedoes, it is possible that you will 

so paince orders Boe 
these at the same time as for the 


Armageddon Gun, In 
make one Command check but apply the 
roll equally to both weapons systems (ex 

ct 
1 


if you oll a double six, then the Pla 
Killer suffers critical 
will also be out of torpedoes for the 
remainder of the game). 


FIRING THE ARMAGEDDON GUN 


Monstrous 


mperiou 


80urn 


The Planet Killer 
The Planet Killer, as 


Exterminatus 


s unsubtle name 


sts, is designed to attack worlds 


This makes it particularly appropriate for 
the Eatcrintmatus secmari, IF the Chas 
fleet is attacking, it can include the 
Planet Killer instead of using modified 
1 4 Blackstone Fortress 

oes not lose any of its 


The Planet kille 
weapon 

if the Ar 
for any rea 


heing an exterminator, but 
ageddon Gua 

MN then it can no longer act 
nator and the Chaos player 


loses the battle automatically 


INCLUDING THE 
PLANET KILLER 
OTHER RATTLES 

Below is an additional entry to the Chaos 
incursion fleet list so that you can use 
the Planet Killer in your Battleflect 
Gothic games, However, the Planet Killer 
isn’t particularly suited t© general fleet 
engagements 


appropriate for special scenarios. or 


certain types of games, In fact, the Planet 


Killer is very likely to be the whole 


Planet Killer 


Iron Duke 


three; The Raiders, 


with the Chaos fleet defending the Planet 
Killer. Instead of the normal victory 
the attacking player must 


Another variation on the ‘destroy the 
Planet Killer’ scenaric 


Attack. Mather th 


» use Surprise 


defending Chaos fleet is static 
around the Planet Killer (perhaps 


undergoing 


repairs or something 
similar). The defender does not have to 
pay any points for the Planet Killer, but it 
starts the battle on standby like the other 
Planet Killer to win 


cripple th 


you could fight a Convoy 
2 sith the Planet Kill 

as eight transports. The 
unwieldy size will make it 


Similarly 


net Killer's 


celestial 
greater 
net Killer 

tuble edge 
>s player wins 


wer in the dense 
bilities. Ifthe F 
the opposite 
then the Ch 

id before it escapes it is a 


p 
offensive 


If it is cr 
marginal 
destroyed the attacker gains a major win, 


ucker win and if it is 


CHAOS PLANET KILLER 50S pts 


TYPE/HITS SPEED TURNS SHIELDS ARMOR _ TURRETS 


ARMAMEN’ 


RANGE/SPEED FIREPOWER/STR _ FIRE ARC 


Special Ru 


eS? The Planet Killer is notoric 
and so cannot use the Com 


New Heading special orders 


ADDITIONS TO THE CHAOS FLEET LIST 


CAPITAL SHIPS 


feed Uf 1,000 prsieats to murs muy 
include the Planet Killer. 


0-1 Planct Killer 


Planet Killer 505 pts 
Abaddon receives one re-roll per turn, in 


blickest of hearts, busest of 
fiends. Who clse amongst the hosts 
of the traitors embraced Damnation 


“As furthermore it is our conclusion 
that such a machine therefore does 
not exist and any personnel claiming to 


have sccn it arc deluded. - 


Tt has been proven.to a high degree of 


probability that the destruction of Kharlos 
Il is wholly the result of coincidental 


seismic activi 


* From the conclusions of the preliminary 
report on the destruction of Kharlos II by the 
Imperial Commissioner for Moral Truth 


GAMES WORKSHOP 
RECRUITMENT | 


Are you looking for an exciting career? Do you want to be a part of a company you 
actually look forward to going to work for? Put down the classifieds and prepare your 
resume, Games Workshop is the place for you! j 


TRADE SALES 

If you have good phone manner, excellent computer 
skills, and a love for the Games Workshop Hobby, then 
= a career in Trade Sales is right for you! Trade Sales is 
Wer dedicated to getting Games Workshop into all our 

‘aa Independent Retail shops and making sure people all 


across the North America can enjoy the miniatures 
é and games that make this company the best around. 


._sea--—— RETAIL OPENINGS 


Are you a hobby enthusiast? All you 
need is a high level of excitement and a desire to 
provide the best in customer service and you could 
become a member of our team. With new stores 
opening all the time, Retail is always in search of 
motivated hobby fanatics to work in our stores. 
Currently, we have a particular need for people who 
can work in our West Vancouver and Ontario stores in 
Canada, and our Glen Burnie and Cheektowaga 
stores in the United States. 

Be sure to list any languages other than English that 
you speak fluently on your resume. 


& 


Submit your Retail 


\WORKSHOP, 


Attention: Cheryl Stevens 
6721 Baymeadow Drive 
Clea Burnie. MD 2 Clen Burnie, MD 
20060-6401 Z 21060-6401 


<— —rne 


When applying, be sure to include a cover letter with your resume explaining why you Would be ideal for the 
Position and tell us something about yourself we cannot learn from your resume. 


Tor 1O'ReagonsWuy YowySHoutn Catt Mai ORDER 


+ ie Malt PHOHE lines are. Beaver days aweeheincluding most holidays. 

* Mail Orc fan get you any Gare Warksh on 15, Boxed sets, and blisters. 

+ Mail Order can provide you any indiMididial bite You reed for converting and 
customizing your own army. ~ 

* Mail Order can take youtadvanéed: | the exciting upcoming releases. 

* Mail Order is the only Biaee os can get jands on the awesome 
TROLL magazinet aE: By 

* Mail Order always hat ; many. iting deals gpd special offers to take advantage of. 

* Mail Order can hook you mp4 subscription to any of your favorite Games 
Workshop publications $tetwasWhite Dwarf, Citadel Journal, Warhammer 
Monthly, and Inferno. 2 

* Mail Order can ship your order right away so you'll usually receive it within 2-3 
sdaygeimtho U.S. and 2-5 days to most of Canada 
Bie Mail Order Roolz Boyz will happily answer any of your gamin, questions. 


fees BEVz can also give you adviceibn tactics and HewienBulld that 
‘soyou can crush your ene tty 


aly THING AT AEE ol GIVE us Aa 


a 


U.S. MAIL ORDER) IAN MAIL ORDER 
1-800-394-GAME 9888-GW-TROLL 


FAX#: 410-590-6700 FAX#: 905-795-2961 
9 a.m. to Midnight Monday to Friday 9 a.m. to Midnight 
Seven days a week! Saturday & Sunday 10 a.m. to 8 p.m. 
6721 Baymeadow Drive 1645 Bonhill Road, Unit 11 
Glen Burnie, Maryland 21060-6401 Mississauga. Ontario LST 1R3 


Or order online: 


WWW.GAMES-WORKSHOP.COM 


$85.00 Can, 


lo 


Assassin Adepts Night Runners 


$1750 TIS $2500 Can 
Eshin 


Sorcerer 


$49 US. 
39.00 Can 


‘B U.S. MAIL ORDER 1-800-394-GAME @ CAN. MAIL ORDER 1-888-GW-TROLL 2 


Reiland Captains 


$17.50 US. $2500 Cae. kg 


49 US, 
00 Can. 


selance Knight on borse 


$1249 US. 
$16.00 


Redklandl Champions 


49 US. Each 


Reiland Youngbloods 
$649 US. Blister of 2 
$8.00 Can. Blister of 2 


——— 1 @ WWW.GAMES-WORKSHOP.COM & 


WARHAMMER 


$60.00 Can. 


A Warhammer 
Z> $0,000 rulebook 


IT 


tae oth put ana tracy ned 
$74.99 U.S. $110.00 CAN. 


$22.99 U.S. 
$30.00 CAN. 


AD BOYZ $27.50 U.S. 
oe fa pas Oa a ETT $48.00 CAN 


915.49 U.S. 
$22.00 CAN, 


BURNA BOYZ ____KILLER KANS 
$4.25 EACH U.S. $6.00 CAN. EACH ARMOR, 


7 $7.49 U.S. $35.00 CAN. 


$12.00 CAN. 


ORK EAVY WEAPONS 


the Orks' huge empire is divided among thousands of Warlords, each one 
$4.25 US. EACH striving to defeat his neighbors whether they be human, Eldar or even 
$7.00 CAN. EACH = other Orks! In battle they fight in huge mobs and their tactics are as subtle 
“asa sledgehammer. They are seen as barbaric and anarchic, yet they are 
the most widespread race in the universe! $89.99 U.S. 
Ork Battle Force boxed set contait 


16 Ork Boyz, $130.00 CAN. 
5 Warbikes,? Wartruki, 1 Warbuggy, and 1 Barrloade aprve 


SPACE MARINES, 


SPACE MARINE 
LAND SPEEDER 


$24.99 U.S. 
$35.00 CAN. 


MASTER OF THE 
RAVENWING 


$29.99 U.S. 
$48.00 CAN. 


SPACE MARINE SPACE MARINE 
LAND SPEEDER LAND SPEEDER 
TYPHOON TORNADO 


$29.99 U.S. 
$42.00 CAN. 


ko ne Fea 
ook KEE T. seas FOR SSAOOCEN S, FOR 3 $12.00 CAN. FOR 3, 
ORK # 
TERROR SHIP i Pi 


$14.99 U.S. $18.00 CAI SAVAGE ONSLAUGHT #—_RAVAGER 


—ORK PIRATE FLEET 
KILL KROOZER_  “&,\))% 


$14991S $1800CAN 


RAM SHIPS _ 
$8.49 U.S. FOR 4 
$12.00 CAN, FOR 4 


SQUADS 


ASPECT WARRIOR 


ELDAR FALCON 
AV 


+6 Striking Scorpions & Exarch 
+6 Dire Avengers & Exarch 
+6 Fire Dragons & Euarch 
+6 Swooping Hawks & Exarch 
third Aspe Squad at half price! 


races in the galaxy, The 
battle for survival and 

‘their formor glory, oven 

resort to piracy in thelr fight to 
avoid extinction. 3 
Eldar Batt 

Contains: 20 Eldar Gi 
Faicon, 1 Vyper jetbike, 3 Guardlan 

7 Jungle Tree sprue 


Q a. emt 
: 


should arrive at your door for the day they are relea: 
By taking advantage of Mail Order's monthly Advance Order deals! 
Don't forget that if you place an Advance Order with us we only charge halt 
price 1st class postage & handling ~ that’s only $3.00 U.S. $2.00 CAN.! So give us a 
call to find out the prices and what other advanced orders and special offers are 
available! 


IN THE STATES: 

12 Issues fur 330.00 
24 Issues for $55.00 
IN CANADA. 

12 Issues for $42.50 


NRORO W ARIANA 


Games Workshop's 


professional fanzine Great tales of fantasy and 
featuring gaming ideas adventure unfold in your 
for gamers by gamers. hands with Inferno! 


The Citadel Journal contain A bi-monthly collection of all-new st 
he hachdFups of the 


SUBSCRIPTIONS SUBSCRIPTIONS 


IN THE STATES: IN THE STATES: 
© Issues for $40.00 © Issues for $35.00 
12 Issues for $75.00 12 Issues for $65.00 


IN CANADA: IN CANADA: 
6 Issues for $50.00 6 Issues for $55.00 


pela 
ae 


subscriptions ads.) 


You can subscribe to all the Black 
Library magazines for $105.00 U.S. 
$147.50 CAN. and receive a brand 
new regimental boxed set of your 
choice for either 40K or Fantasy as 
vour FREE aift! 


(This special deal replaces the free gifts advertised in the individual 


SPECIAL SUBSCAIPTION DEAL! yournall 


‘ WWW.GAMES-WORKSHOP.COM  WWW.GAMES-WORKSHOP.COM 7 


c 


TIRED OF ENDLESS LINES? 
Need to find the perfect gift for that special 
someone, but you're not quite sure what to 
et for them? Even if all you know 1s that 
fe likes small green guys. or vile bug-like 
creatures, our Mail Order Trollz can 
help you fill in the gaps helping you 
find the yift thal make the holidays 
memorable. All you have to do is pick 
up the phone and we'll do the rest. 


Ho! Ho! Ho! 


Open 9 am to 12 midnight Mon. - Fri. Open 9 am to 12 midnight 
Seven days a week! Sat. & Sun, Open 10 am to 8 pm 


Get those 
orders out 
da door! 


When ordaring tam 
the U.S. Mail Order 
the prices below are 
in U.S. gollars. 


When ordering from 
the Canadian Mail 
Order the prices 
below are in 
Canadian dollars. 
Check out these great savings! 
*$150to$199 $9.00 FREE Stuff 
+ $200 to $249 $14.00 FREE Stuff 
= $250 10 $299 $20.00 FREE Stuff 
= $300 to $349 $27.00 FREE Stuff 
*$350 and up $35.00 FREE Stuff 
In addition, on all orders $350 or 
more, you'll receive FREE 
shipping and handling. What 
better way to have your gifts }f 
‘sent to you! 


The Mail Order Trollz get so crazy about how 
many orders they have to fill that they sometimes 
throw in extra stuff without even realizing it! 
This is your chance to take care of some big 
savings. ri ou're not ordering cnough to take 
advantage ot these awesome deals, then get a 
group of Ri friends together and place one 
gigantic order! All in time for Christmas! 


TH U.S, MAIL ORDER 1-800-394-GAME TF CAN. MAIL ORDER 1-888-GW-TRO 


TH WWW.GAMES-WORKSHOP.COM 7 WWW.GAMES-WORKSHOP.COM & 


MAIL ORDER FORM 


Toran 


DESCRIPTION price | ary 
| 
| | 
| 
| 
| | 
t 
| 
| 
TOTAL| 
UNITED STATES CANADIAN joy eens 
MAIL ORDER * MAIL ORDER = wasn uous 
6721 Baymeadow Drive 1645 Bonhill Road, Unit 11 “8 REE 
Glen Burnie, Maryland 21060-6401 Mississauga, Ontario LST 1R3 ost 
== | man 
| Ups 
2 DAY SELECT 


T US. MAIL ORDER 1-800-394-GAME T CAN. MAIL ORDER 1-888-GW-TROLL 7 


Vis ne Invites You to Reach Your Hand Into 


‘Once aaain the holidays are just around the corner, and the White Dwarf 
is getting into the spirit of the season with the ever-so-generous Santa 

b Dwarf's Sack of Goodies Holiday Deal! Subsoribe today and not 
» only will you receive 12 issues of the Games Workshop hobby 

== magazine, filled lo bursting each month will the good stuff every 
hard core GW enthusiast needs to know, but you'll also receive 

your choice of 1 of the Citadel Miniatures boxed sets from the list 
below, or any 2 of the boxed sets listed in bold type. We've even 


snuck in a few of the guys who are 
in blisters now, but used to come in 
a box. So if you've had any excus 

'@S about subscribing in the past, for- 


get about ‘em! Fill out the form and 
pick your gifts out of the sack, 
and be sure to let Santa Dwart | Games Worksnop Mall Order 
know you've been really, really| 6721 Baymeadow Drive 


good this year! Glen Burnie, MD 
21060-6401 


Complete the coupon below and 
‘mail with payment to: 


Or phone your order to: 


1-800-394-GAME 


Complete the co 
mail with payment to 
Games Workshop Mail Order [4 
1645 Bonhill Road - Unit 11 
Mississauga, ON 
LST 1R3 


Or phone your oner to: 
1-888-GW-TROLL 


rM REACHING IN! 


‘SANTA DWARF'S SACK OF GOODIES SUBSCRIPTION DEAL! 
U1 wel ko to subscribe to White Dwart or 1 year for $80 US or $85 Can, And have selected the 
listed hero: 1)_ 
, SaaS SS ree 
Morya residents wd sa 
(canadian estos add GSTMST Manitoba and Quebec residents ack PST 


8) Check, Money Order, Master Car (US. Only:American Express, 


Form of Payment: (please crc one c 
Discover) 


Cardholder's Signature: 


Name 
Address 
Phone Numb 


Home: ( Work: ( ) 


! 

' 

1 

1 

' 

1 

1 

' 

' 

1 Cardholder's 
1 

1 

i 

! 
L 


